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THE 64! 

le things to do with the 
DATEL SOUND SAMPLER! 
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YIEARKUNGFU 



If you con master the ten moves, expect the unexpected and FIGHT 
for your LIFE against the formidable masters of the martial arts you 
may live to meet them again on the mountain or in the Temple. 



COMIC BAKERY . 



Panic in the bake-shop 
* Fast and furious arcade fun. 

'Help Joe the baker defend his loaves from the rascally raccoons. 
'Another red-hot Konami cookie! 



MIKIE 



Mikie plays a knockout frantic force in the classroom, locker room 
and the high school cafeteria. Hip-zap, door attack throw balls and 
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Imagine Software ( 1 984). 6 Central Street 
Manchester M2 5NS. Tel: 061-834 3939 Telex 669977 





PING PONG 



You can almost feel the tension of the big match breaking through the 
screen. ..the expectant crowd is almost on top of you! You return the 
service with a top spin backhand, then a forward back-spin, the ball 
bounces high from your opponent's looping, defensive 
lob... SMASH!. „a great shot opens the score. ..but this is only your first 
point! Play head to head or against the computer in this, Konomi's 
first and best table-tennis simulation, 



HYPER SPORTS 



Enter the stadium of Kongmi's No. 1 arcade smash-hit sports simula- 
tion.From the finesse and skill of Archeryand Skeet Shooting to the 
critical liming and brute force of weight lifting - six events to test you 
to your limit. Hyper Sports - continuing the challenge where 'Track 
and Field' left off. 
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Imagine Software is Cm Tw #lr 

available from selected branches of: ™ 




TURNONTOURIDIUM 

THE ARCADE SPACE COMBAT GAME 

Feet your adrenalin pulse as you Urow your 

Manca lighter through >ts heart stopping 

sequence of dives. Wops and spre Thunderous 

rocketry and shattering cannon shells batter 

your senses Hard edged metallic graphics 

assault your visuals Screaming enemy fighters 

Iracture you* nerves 

Cool cnsis control r "PS yw through me mobtte 

and surface defences ot tne Mien Super Oreadnoughts 

to the confrontation with Undlrum 'itself 

Undium by Andrew Braybrook <s the stvxtning 

sequel to the chart -topping Paradro-d. Z/3& 1 64 

gold ntedal * inner and Newshefd's Arcade Game of the Vear 

Fop Commodore G4 and 12S 
Cassette E8.95 Disk C1 2.95 
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The next issue of ZZAP! 64 (the mag most in 
pnTlil bvcoun Revolutionary anarchists (see 
KHAP)j goes on sale from 20th April. Miss it at 
your peril game freaks! 
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How to score before you play 
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COMPUTER S 



Garry Kitchen's 





THE COMPUTER GAME DESIGN KJ 



FIVE POWERFUL DESIGN TOOLS THAT PUT THE 
SECRETS OF GAME DESIGN AND COMPUTER ANIMATION 

RIGHT AT YOUR FINGERTIPS 
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SpriteMakcr. Create the characters or 

objects thai moveinyourgame. Use full 

animation to make them life-like. You 
can select From many pre-programmed 
sprites or you can create almost any kind 

you can imagine. 



MusicMakcr. A little musical 
introduction for your creation? How 
about some background music or a 
grand finale? You can create il all. 



SoundMakir. Smashing, blasting, 
sinking, whooshing and a whole lot more 
can be created, or you can select from a 

variety ofcommonly-uacd effects 
already created for you. 
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This is an excellent package 
Gary Penn ZZA P! 64 ' 



ScencMaker. Create the background 
scenes of your game Either use scenes 
that have been pre-programmed or 
create scenes ot your own. 



Garry KitchenS 

GameMater 




The Editor. I Ilia is where you bring 

together ;ill the components you create*! 
with ScencMaker, SnrilcMaker. 
SoundMaker. and MusicMakcr. All the 
commands needed to make a game 
program are listed tor you. Just chOOSC 
the ones you want to use. put them in 
order, and presto 1 Your new game isoff 
ami running. 



Now you can 
actuaTly share 
the secrets of a 
pro game designer. 
^el the thrill of 

creating computer games. All 
possible now through a revo- 

lutionary new system anyone 
can master. Included is a set 




£L 



Computer 
Kif 



of games to get 
you going and 
a free disk and 
mailer to send your 
creations to a friend. 
It is everything you 
could want ft lets you become 
everything you have always 
wanted r..."i -i 

-b.. BHBBQL 



ACTIVISION 



CREATIVITY SOFTWARE 



AVAILABLE ON COMMODORE 64H28 CASSETTE (CI 4-99) & DISK (£19-99) 

,<wi(UKH1d I5M«t0yl M iio*l London NW 1 SHI 'd 01-936. M 

Minf-CampuWi Su«*.vpTM B '.nWijt AcfcWS* 



ARCADE 
MONOPOLY 

After approximately five 
years, the games software 
industry seems to have 
come of age. Whether this is 
seen as a Good Thing or a 
Bad Thing is a matter of 
Opinion, and judging by 

ZZAP! Rrap letters, the 
opinions differ very widely. 
At the outset, games were 
usually written by lone 
programmers in back rooms, 
amateurishly promoted and 
the companies which 
emerged were under 
capitalised and often poorly 
run by people with little 
business sense and even 
less time to devote to things 
Irke 'sales' and 'purchase' 
ledgers, aged debtors lists 
ana bank statements. 

What we got, though, was 
tremendous enthusiasm, 
some very good ideas (albeit 
sometimes let down by lack 
of technical knowledge or 
ability) and a veritable flood 
of games to play. Smaller 
'software houses' came and 
wentwith untiring regularity, 
fiercely independent, often 
hopeless. 

It didn't take too long, 
however, for the fledgeling 
industry to start moving 
towards conglomeration, 
apeing the much older 
recording businesses, where 
several labels belong to very 
few major companies. In 
recent months we have seen 
several well known and 
established software houses 
merge their interests with 
more powerful companies. 
The reasons are many fold 
and often hidden from public 
view, although insufficient 
funding for further 
expansion, under 

capitalisation resulting in 



inability to meet incurred 
debts, or the desire to 
remove the headaches of 
designing and paying for 
suitable promotional 
campaigns are probably the 
most obvious. Companies 
like US Gold have a high 
promotional profile, it's 
easier for them to handle 
that side of things for a 
mu Ititude of other, sma Her 
software houses, freeing the 
games designers to get on 

with what they're best at — 
making games. US Gold 
have become the largest of 
collectors, having either a 
part (or substantral financial 
interest), Or marketing/ 

distribution agreements with 
several, including English 
Software, Oasis, Ultimate, 
Adventure International and 
Gremlin Graphics, as well as 
their American producers. 
An associated company, 
Ocean, took over the 
Imagine label and markets 
products on the 64 for 
vortex. Activision have just 
merged with adventurers 
Infocom, are marketing 
System 3's product, and 
Electric Dreams (though very 
much u nder Rod Cousens' 
management) is effectively a 
subsidiary. Another 

apparently ever open set of 
arms is British Telecom, 
either as itself {or more 
strictly it New Information 
Services branch) or u nder 
the guise of Firebird, which 
comes under NIS anyway. 
Beyond was the fi rst to be 
captured, and despite 
conversior^deals tor 
Ultimate's Spectrum games. 
Firebird failed to secure the 
full marketing agreement 
with Ultimate that US Gold 
eventually acquired. Ex- 
Firebird executive, Tony 
Rainbird, has his own label, 
Rainbird, another BT 



THE MONTHLY SOFTWARE A 
STAR FOR YOUR ^ 

US GOLD 
CALENDAR 




investment, and only days 
ago Odin/Thor announced 
marketing deals with BT, 
probably through Firebird. 

Responsibility for this 
merger fever should 
probably be placed at the 
feet of Argus Press 
(Software), who grabbed 

Quicksilvainthefirstofthe 
big take-overs. Soon after 
they were involved with Bug- 
Byte, eventually buying the 
company from the Receiver. 
Not so long ago, APS 
acquired a major interest in 
thewargamers Lothlorien. 
On the credit side, all this 
conglomeration of smaller 
businesses into bigger units 
makes fo r a safer financial 
base, allowing programmers 
to develop more complex 
ideas and be provided with 
the time and equipment to 
realise them. On the debit 
side, it allows a more rigid 
pricing structure to be 
enforced, independent of a 
game's quality. In the recent 
acquisition of arcade games, 
especially by Imagine, we 
have seen both great and 
awful games. This appears 
to have nothing to do with 
the guality of programming, 
which has been both 
innovative and exceptionally 
clever, but more to do with 
the original games ideas 
purchased, some of wh ich 

are not worthy of conversion 
to a home computer. It 
highlights the pressure to 



GAMES REVIEWED 
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Back to the Future 3 1 
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Comic Bakery 25 
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find new material under 
which major software 
conglomerates today tend to 
find themselves, resulting, 
sadly, in an 'almost anything 
will go as long as it's 
marketed brightly' attitude. 

This sort of pressure is 
then placed on 

programmers and the result 
may well be to stifle real 
talent. Ocean. I hasten to 
add, can also point to their 
support of freelance 
programming teams like 
Denton Designs and (64 to 
Spectrum conversions) 
Platinum Productions, who 
between them have been 
very unstifled. There are 
pros and cons in every 
situation. It remains to be 
seen whether the move 
towards monopoly in the 
games industry provides us 
a II with a bette r or wo rse 
service, but let's hope that 
the merging of various 
interests will still leave the 
individual spiritof games 
programmers free to be 
creative. 
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Can you control the awesome powers ol two 

Marvel Super Heroes H the same time, and rescue 

Allele Marten Irorn the grip ol the evil Dr. Doom' 

m this the third ol the highly acclaimed Qucatproba 

series, writ ion by Scott Adams the undisputed master ol 

the art of adventure wilting, yen have 10 control both 

The Thing *ml The Human n?rch In their mtsaion, tet by 

the Chief Examine*, to neicue Alloa Master* from 

the evil terror of Dr Doom 
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AMSTRAD DISXC14.9S 
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ATARI 


DISK ONLY El 4.95 


BBC/ELECTRON (TEXT ONLY) 


CASS. ONLY E7 95 













A lot of lively rrapin' going down this month, lean tell you. I've been 
wading in through the snow that hit Ludlow this month, making it 
impossible to cycle down the hill, 'Sacrifice' is my middle name. 
however, so here 1 am again, with a bunch of your letters moanin' 
an' groanin' and just occasionally saying something delightful! We 
kick off with letter of the month, earning its writer the coveted £20 
worth of free software. 
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NOT CAUGHT OUT 

Dear Lloyd 

I was glad to see in February's 
4ssue that your reviewers were 
not caught in the current of OTT 
advertising heaped on Ocean's 
Sambo and gave a well 

balanced and subjective 

assessment of the game , Can I 
lust say thai I have been pleased 
recently with the new 



generation of games which find 
a new use for the joystick button 
(as opposed to 2 mea ns of 
killing! 

Now, I' m not tryingi to be M r 

Virtuous, but eve since the 
original Space Invaders that 
li ttle button has been a means of 
killing as many 'whatevers' ir> as 

little time. Rather like (he 

american cinema's current 
obsession with 'commie- 
bashing' I at times find 
computer games lack ing i n taste 
and morality. 



Commando and Rambo and 
that generation of game have 
become very popular recently 
among young children and they 
contribute to the state of mind 
shared by many young people 
today- LCP proved that sport 
simulations are not alone and 
that computer games can still 

hold interest in other ways than 

destruction. 

Jon Baker, Thame, Oxon 
PS In regards to Ravin Dhokia's 
letter in issue 10 I too find that a 
bit of pressure on the C2N top 
helps difficult programs to load. 

I don't think you can b/ame 
Ocean for 'hyping ' one of their 
games, especially Rambo 



because they have probably had 
to pay a pretty hefty licence fee 
for the rights. However, the 
function of Z2AP' reviewers is to 
assess a game regardless of us 
promotion. After ail, the nature 
of the promotion, whether Jqw 
keyorOTT, should have nothing 
to do with how good or bad the 
game itself ma y be. I'm pleased 
to see that you feef LCP is a 
wodhy program. I have received 
loads of very uncomplimentary 
letters about the pet people. 
And, as you wiJIsee in this 
co/umn, lots of readers seem to 
think Gai etc have tost their 
marbles for saying LCP is good. 
Still, if We all agreed on 



I'fl'li'M >l^f- Wfrltll l> J 



\ wouldn t it ' 
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A BIASED EMPIRE 



• YOU NEED A MANAGER, KID 



it of an aeroplane 



and breaking your neck on landing. 



a You'r 
■ UoydMangraml..^ 

I LM 




*"W«AUTH EDI1TERENCE 



Dear Lloyd, 

2* as sorting to look a bit 

domestic problems that, if 
they were printed here, would 

have you crying afl over my 

N«K alpa ^ r ' a "sayaaah!). 

which were up to their tricks 
aoain. After loadinq 
Mernmry for iheSth time just 

J,nH^ S , U ' C,da "v depressed 

fh?r u'" k,n9 that ZZAP ! (after 
^ r ' s,m ashols|wouldn" 

be out for another week - 
J^sp! I woke up the next 

^"•"Q. still depressed, bui 
was immediately cheered by 
t he sight of my Z2API lying V 

;°?r,° ec, d'ngnottoreadit 
Two te " 1 ^ Orounds that 

started, I opened up my mail 
TO; whoopee, yahoo, (get 

'hegrst'j.ayoucherfortwentv 

mJ 77^' 'l U,cWv to« open 
my ZZAP! and sure enough, 

there was my letter, although 

f n P f Q l hef f st of the morning 

S a u ^of8C8tBtic delirium. 
At last, ve won something 

hooraylJust before lunch 9 a 



parcel arrived for me, it v, 

'op 30, oh happy days I 
<JiTV 'd'Sress.afllwantto 

thanks, for cheenng me upand 
grving my wallet a much 
I^ded boost after the X mas 

''nancialover-exertions. The 
pr«es are fantastic and are 

pE^T".?? appreciated. 
PS My LCP Conrad, was 

nfin?^ e h d '? SeehJsname *n 

pnnt <n his favourite man. I 

!n?m e wants me t0 9 eT hir " a 
room mate with the voucher. 

lf?P~J Called you 'Peter 

pJJ/J ! e ' Art ' fo ' ' ,hat °»e 
Perhaps lt wgs your 

handwriting (that's my story 

9etCary to nsk Andrew Wright 
2»« f,W ? <W ,0 f0 °*'*ro the 

7%>' er f fi ?? LCPm *'e'or 

,S^ ra 3£' thou S h following 

for Hms they'll only be 

saZ e nrrZ be F nthebedat ^ 
fee %T£ as ' on 9*s both their 
«*t are ■ touching the ground 
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Dear Lloyd 

I'm sorry it has come to this, but 
it really is the last straw. What's 
happening to Newsfield 
Publications? The simple 
answer is you are becoming an 
empire, You're distancing 

Sourself from your readership, 
'thers may disagree, but for me 
you are no longer the magazine 
to buy. I used to own a 
Spectrum, a very good machine 
at the price. I remember the first 
days of your success. I bought 
CRASH and found a lively 
informative periodical. In those 
days you were completely 
honest. Reviews were just that. 
They weren't the load of biased 
rubbish you are expected to 
read now. 

I kn ow you Xea m u p with 
certain software house/ 
distributors for example 
Gremlin Graphics or US Gold. It 
doesn't do any good at all. Take 
th e Lucasfilm connection. Their 
games are all you seem to 
review at the moment. And 
talking of reviews, get some 
'human' reviewers, not 
supercrazed arcade freaks who 
do nothing each day except play 
games. Not all of us are like that. 

So my first point is review 
games intelligently. CRASH 
manages todothis why can't 
you? For example take Little 

Computer Ppople. INSTABILITY 
96 per cent 71 

If your reviewe rs h ad played 
the game for more than an hour 
they would have realised the 
limitedness o f the whole thing. 
To date this is what my 
nameless creature can do: 
PLAY RECORD, DANCE, TYPE A 
LETTER, EAT, PLAY PIANO, 
MAKE A FIRE, READ 
NEWSPAPER, USE COMPUTER, 
FEED DOG, HAVE A SHOWER. 

After ihat you arc stuck with a 
useless cassette and some awful 
documentation. On that count 
INSTABILITY should beaboui 
45 per cent. Themajority o* the 
ratings were based on novelty 
value which wears off very 
quickly. 

Point two, review games as 
they come out not as they are 
due in several months. This way 

Sa mes that have come out m ay 
e read about before purchase. I 
bought Commando in 
November. Now it is February, 
and you have only just reviewed 
it. I know this is due to the way 
the magazine must be written, 
but I'm sure the situation could 
be improved immensely. 

Third, cut down on interviews 
with program authors and 
review the games instead I 
mean you are primarily a review 
magazine- Reviews are what I 
ana many of my friends wish to 
see. 

I think your attitude is that no 
matter what you say in your 
magarine it will be bought. I 
don't agree. You are getting 
smaller, scrappier, more untidy 



and above all the price has gone 
up. Just a small niggle, you 
didn't even warn us. Such 
neglect. As far as I a m concerned 
Roger Kean can jump off a cliff. I 
suppose he will be laughing all 
the way to the bank. 

I am giving you three months 
to sort your deranged self out. If 
by the end of th at period you 
have not picked up in quality, 
■/ou will have lost a previously 
oyal reader. 
So long and farewe II, I shall miss 
you not. 

Ashley Hynds, Edgebaston, 
Birmingham 



I 



I am sorry you think we are a/1 
dishonest, Ashley, but you realty 
ought to consider what you say 
before you say it. For a start off, 
when have we 'teamed up' with 
distributors /software houses? 
The implication is that our 
reviews are now all bought and 
paid for by the names you 
suggest. In which case all their 
games would have been Sirzlers 
at the least if not Gold Medals. 
Just check back through some 
issues and make a count, and 
you'll soon see that this 
accusation is a load of cobblers. 
A bigger load of cobblers is that 
we only review Lucasfilm 
games C'mon you wimpish 
nerd, Lucasfilm have only had 
FOUft games out to date.' Now 
(and this gets better with every 
Irne), you say 'get some human 
reviewers, not arcade freaks 
who play ga mes all day ' and 
then a bit later you accuse them 
of not having even played L CP 
for more than an ho urll As to 
that, we have already pointed 
out that ZZAP! reviewed the disk 
version as there wasn't a 
cassette version available at the 
time — and the (terribly 
dishonest, I know) review states 
c/earty DISK ONLY at the top. 

What else have we here, oh 
yes. You seem confused as to 
how we should treat the 
reviews, saying on one hand 
that they should be done when 
the game comes out, not too 
early, and then in the next 
sentence you accuse us of n ot 
having reviewed a game until 
after it had been released. What 
do you want? 

Articles about and interviews 
with programmers attract a lot 
of interest from readers, 
whatever you may think, and 
whoever said ZZAP f was 
primarily a review magarine? 
That may be one of the most 
sinale important aspects, but it 
isn t the lot. Neither do we ever 
consider that people wili buy 
ZZAP! whatever we say. You 
cfearfy have a very narrow 
concept of what a magarine is 
about or what the people are like 
who work on one. As to your 
remarks about Mr Kean, I 
choose to treat (hem with the 
contempt they deserve 
LM 
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GOING 

DOWNHILL 



Dear Lloyd, 

I can be quiet no longer The 

predicament of your magazine 
s very worryingj am refine 
OIhe decreasing number of 
renews, pages and now the 

hS eB3e '£P nce - ,n is&u e 1 you 
rhl f K er3Sreviewsbl " since 
then rhe general trend has 
wen declining. 

Now you are asking readers 
to pay an extra 5pJ cannot see 

any pomt to this at all unless 
you aretrymg to lose readers, 
''vou could explain this | and, I 

SL 5hk* many i >thGr waders 
would be grateful. 

rh L^ u i da,S0,ike to take this 
lancetosayhowstronqlv! 

viewofGaryPenn.inmv 
opinion Penn is the best 
reviewer m 72AP> because he 

S^ n 8fra ' d to lay he doesn't 

wntten by a large company. 
Also unlike Rlgnall, Gary gets 

slight to the point with his 
comments. 






i h f" um !> Gr of pages in an 

Kfue Md certainty the number 
of games reviewed depends 

axZ*?? V 't y ° n the re,eas * of 
games to be renewed. This 

seems a fairly obvious 

connection to me anyway As I 

7n°<i y r^ hiS,etier - tt^kSn 
n?». #£ ^ 3re ***"** thei '"air 
out because at the moment 

mere are only sJx games up for 
review! The way life works out 
the moment this issue has 
gone beyond the point of no 

%?u n ' f every software house 
f n the land will release five 

"ties and we'll never be able to 
catch up properly! As for the 

everything you know, like 

Paper and print, no costs The 
next letter wnterlas a slightly 
different view on the 
subiect . . . 
LM 



i OFFSETTING PRICE RISES 



Dear Lloyd 77 . P|M 

t have lust received my Zf^' M 
Binder and have inserted all 

; wies o1 the magazine May' 
. , ., -ratulate someone at ZZAP I 
on tne selection and design ol 
the binder/because it is 
maqnificent. ft is by farthest 

binder I have ever purchased, 
welt worth the £4.50. car .now 
stand all my copies ot ££ak< 
beside my 64 and refer to tne 
issues with ease. Well done. 

I now ask. when the 1 2th issue 
has been published, will you be 
Offering an 'index' 10 make 
things even easier to relet tor 

ZZAP' 64 has stayed at 95p tor 
almost twelve months now so it 
must be in the pipeline for an 
increase before too long. 
Normally magazines tump 
about 1 0p on increase . 

If you were to increase ine 
cost now to one pound and well 
worth it, makes it easier to pay a 
pound anyway, it could possibly 
delay an increase of 1 Op or 



more, by twelve months. — 

YES? — 

J Westmacott, Ronkswood, 

Worcester 

Hownohtyou are f As you now 
know H here's usually a 
resistance to going over the 
pound barrier, although at some 

stage it may have to be 
considered, no doubt Thanks 
for the comments on the Z£An 
Binder, PI pass them onto those 
responsible up m 'Art'. They feel 
SO left out, poor things, and 
usually just get thumped for 
putting Saboteur pics in oeort 
Capes reviews! An index is 
certainly on the cards, I'm totd 
(thouqh I was told to shut up 
when lasted) and, who knows, 
may even appear (logically I ,n 
this issue- (There's nothing like 
sticking your neck out - trouble 
is, there are so many round here 
who would like to chop it off/- 
LM 
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TOOLKIT IV 

1541 DISK UTILITY 
COMPLETELY NEW - INCLUDES ALL THIS . . . 

DOCTOR V2 - allows you to read and write any track or sector, including extra and 
renumbered tracks, ejitra and renumbered sactors, and looks underneath READ 
ERRORS Repairs damaged sectors. 
FORMATTER - torrnat an entire disk, or format any individual track or hail-track 

from track to 41. Redelme any ot 30 parameters Including tracks per zone, 
sectors per track, bit density, data block size, data block fill bytes, header and data 
block id s. header and tail gaps, off-bytes, syncs etc This allows you to create or 
recreate a completely unique disk formal, and it formats an entire disk m less than 
10 seconds 

HEADER/GAP EDITOR - decodes and displays all header information including oft- 
bytes checksum and header -gap. Rewrite the enure header and header gap 

Renumber sectors Also edit any sector tail-gap. Recover corrupted headers. 

ERROR LOOK - the fastest, most thorough error detector ever gives you ail 
necessary parameters tor backing up. detects all errors, extra and renumbered 
sectors, extra and renumbered track i. halt-tracks, Irom track to 41 . 

ERROR MAKE -make 20. 21, 22. 23. 27 and 29 read errors on any individual track 

or sector and redefine any necessary parameters, and even recreate data under 

the original error. Also includes a method ot preventing your disks Irom being 

copied by most disk copiers 

FAST DISK COPY - copy a lull disk with one drive in less than two minutes. Copy a 

partially lined disk m even less time. 

FAST FILE COPY - transfers tiles over five times faster than normal, loading and 

sawing 

COMPACTOR - will compact any machine code program. Can compact tiles by 

50% saves disk space and loading time. 

DISK LOOK - the ultimate directory and file manipulation utility. Sort the directory in 

any way you like. Edit DOS version. Display file start and end addresses 

Disassemble any file with standard artd unimptemented op-codes Edit BAM 

Unscratch tiles. Plus more . . , 

DRIVE SPEE0 TEST. DISK ERASE. OISK MON. DISK LOG, BASIC 

COMPACTOR/UNCOWPACTOR V FILEMAKER, make your 1541 play the 

national anthem, or increase drive head speed and still more that we can't squeeze 
into this ad (and even a few little surprises we e'en t telling anyone about). 

TOOLKIT IV ii undoubtedly the moat eompreheneive disk utility available tor the 

1541 drive, yet It couldn't be more user friendly. Supplied on disk with 
comprehensive instruction manual. You will wonder why you bought those 
heavily advertised, more expensive utilities. 

FOR C 64 OR C 1 28 ONLY 
BUY IT NOW - £22.09 (inc p/p and fast delivery) 

Overseas orders please add £1.00 No credit cards please 




MPS SOFTWARE (DEPT Z) 

36 ALEXANDRA QROVE 
LONDON N4 2LF„ ENGLAND 

01-800 3992 



«iou< TOOLKIT ownari can upgrade by ratumlng Itoaii original diak 4 £1 0.0)0 
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S What is a steering 
S na V dde?Wher e dolgetone 

■ ilCU II- 



vou say ffte manuai 'saysjyou 
states that an analogue 

Wsskf 

where you can fmdpadotes 

1asLn P ed volume contra!, 
mmmodore make tnem. 
There seems to have been 

attfSSSHa 
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i ARCHIPELAGO 

. "[hatcher is wrong 
B Capitalism is bad 

I BS?M iP unfort «"«-V can never work fa praeU(a , 

1 Famour "" 

■ tf 

■ ZZAPi 64 must surely be THE leadm, 



ment 
erous psveopath 



«vi//v / fail to see why. une 




Basingstoke, Hampshire 



A 



fraYthey had had complaints 
that ZZAP! reviews had 

that the review* many way 

misleading. 
LM 



a nihMayallisGod 
■ ° ut lm a " atheist 

^eTnd ind ' , ' mSUrevoua,en ' t 
Print (his vr — 



v 9e«n. 

Yours sincerely 
J 'van (an Anarchist For Action'), Chelt 



enham 



I Relieve cloven hooved a . 
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^ world where 
no 'modo has lept before ! 
Go on... take a swing at it! 

XTRUM48K dk M ^ *J dfa K9 ^*J COMMODORE 64 



;UM 48K 1 # COMMODORE 64 

_ — Ocean Software is available from selected branches of 

'&& WIISMIIIJ 'J2SES53 DVOOUWOffTMLASKYS Rumbelows 

Spectrum Shops and all good software dealer* Trade enquiries welcome 




Ocean Software Limited 
OceanHouse 6 Central Street ■ Mancliester M2 5NS Telephone 061 8326633 Telex 669977 Oceans G 




! I'M WORRIED ABOUT MY LCP 
I PROBLEMS 



Dear ZZAP! 



phone calls 10 me, we got on very wel I. in fact I spent a most 



- However. I feel a little sad as ou r LLr noesn j s««... •«'■-*" 

■ name He s gns his letters 'your friend', is this because he is on 

■ caSette and not on disk? I was reading your rn.gaz.ne and ^ 



Kent as 



son and I can have a little friend each . as we ma v argue who s 

friend is he? ■- 



mv request to hirn, he taps on the TV screen. 
I DOING WRONG?! 



can\alk.5» 

or should I see a doctor? 

I Mrs BA Jackson, Mtle Oak, Staffs 



ltd. When we reviewed LCP, we 



reviewed the > 



Activision decided otherwise and put tout an, ?' e "°'{™" te 
version. Unfortunately, a Wwwwft^^fW^ 



! 2?K^^^fe^»^^«^'si#d^ 



nroblems — we//, you've obviously got a promem. <*c»uug. 

teve Y M considered the o/d adage, that p 

"growers* IshwtdnU worry about seew 

you know dearie, you're not really doing a^ngw-^g. ™<| 

isverynormalbehaviourforawellbalancedhousew^ 

this way you're home wading with your son s tea ready IL'ddon 

permitting, instead of out walking the dog. 

LM 




• MISLEADING 

• SCREENS 

• DearZZAP! 

_ I was wondering if you are 

• aware about the screen shuts of 

f certain games in j j -ens which 
■' .■■■■■; ■ -V cunning in their 
nation, and which could 
h out the 

(Customer lam 
to the supposedly 
legal' advertisement of 

terst ■■■""■ by Imagine; the 

ire looked sup. 
out and bought the 
game.Wthough I was 

■j --I I with it, it did vary from 
the scr-en picture, and 

10 think I had 
spent ail my money on a game 
which I was not entirety 
satisfied. I re-read the a 
found, in Tiny black pi 
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bottom nf tho peg*, that the 

screen shots were from the 
arcade version. Afso, ^ 

concerning the Same point, in 
ZZAP! issue 9 there is the 

painting instead of the 

photograph, a nd although much 
more obvious, might attrai 
unsuspecting 64 owner. Many 
adverts have .- 

'screen picture may vary from 
the screen shot — which is legal. 

s a cunning way of say 
that the game may be actually 
rubbish and not as brilliant as 
depicted. This one mistake has 
made me very sceptical and I 
look carefully at the screen shots 
and small print. 

This game may cost aro und £9 
to f 1 0, the mistake made by the 
buyer is expensive. 

The software companies 
surely must have realised that if 
the small print was read then the 
overall impression of the game 



I DearZZAPf 

I Ever V ZZAP! reader m the 
I ofh^ i r itI ' n90nthe ^ge 

I question f Seal0neburn '"9 

I ^eon court tennis 

competition? 

Just how many people 
entered the 22A^qui?e ven 

& h * ome «»* & an added 

^excra square on the end of 
s . u '£»de Express'? 

What was theJfBrjiest Russ 

Where were the bits , ^^ 
■-"■'ewnr&toiri 

' •'''somenwftynct 



f^r-fneverpnnfanyohrie 

Saws— 



m P Y Qmfl ™9 how much 
nnZ arra 'L 9in 9' Peking and 

Pitting the result ff„ e 

mhT doM $ a,,lh e answers 
*"dshow,ng the results of 

c^ J? ps m,n 'on to do Igm 
s ometh,nq about it snu&^'t/ 

onakea percentage po.ntnT 

Two thousand, Sf * hundred ' I 
Md seventy seven I thin k 

r / e *ws- fust there i 

nt£nZL ( %f ,S enured the Gu.s 
WBfpite the extra squares- tthnt ■ 



WHAT GIVES? 

Dear Lloyd. 

No' No! Not again! You at 

Ludlow have done it again! Why 

don't you make sure, on pagea 
(Feb issue), you pul Sizzler on 
the garnets) you give the awards 
to (This time' you didnt put 
Sirzler in the index under Figm 

W liso how is Martin Gaiway's 
namespeltwithone'l hkeyou 

out on the cover or with two s 



would be one of a bad and over- 
priced game which Is hidden 
public scepticism 

Has anybody else nidde the 
same mistake? 

However, there are ga mes 
which are expertly advertised 
and which are good games. 
John Gare, Leigh-On-Sea. Essex 

Quite often the packaging is 
arranged ahead of a finished 
version of the game, 
necessitating the use of A 
alternative screen shots. This is 
more often the case w 
Spectrum versions, where 
packaging is joint for Spectrum 
and 64. than it is with the G4 
conversions from arcade 
originals. My personal feeling is 
that you 're right, and that at the 

end of the day it does the 

software company more harm 
than good, and can obviousfy 

mislead the public 
UV1 



ofmegamenVn&o. 

What kind of a review is the 
one you have g iven DeuS fcx 
Machine. It's got no ratings, The 
ratings 1 think are extremely 
important because I. and rnany 
other people I know, take the 
ratings very seriously, it can 
often jog my m ind from buying a 

9B Apart from those errors the 
mag is going well and I en |oy 
reading it, 

Alistair O Hint on, SnaKora, 

Surrey 

"I w e ii (I W as always brought up to 

believe that anyone who starts a 

1 sentence with 'well'. * about to 
tetlyouaf,e),well-thefirst^o 

rtems m your letter do refer to 
mistakes. Martin Galway is 
spelled with one 'I'- still, we do 
a lot better than the Sunday 

Observer and Sunday Times! 
rAeDeusExMaehinareweyv, 

however, was NOT a mistake, it 
is hardly the son of program you 
can qive ratings to m the 
ordinary sense. Besides which, 
what is this constant obsessnn 
with ratings. Don t you READ 
what the reviewers have to say 
and make somejudgement 
based on that? Okay, so that 
Dddicular •review was more of 

an article than a review, but it 
describedtheprogramweli and 
qave some critical analysis. Lie 
gets boring ^vetythinghasto 
lollow a pre-set standard - just 
occasionally the ZZAP! tear^ 
nets a touch of anarchy. 



i 



gets a toucl 






GIVE US THE INFO 

Dear Lloyd , .. -. - - 

Many points First of all Thing 
— wtll someone please wew 
him to the floor and stop him 
invading the maigins. . 
Compared to Rockford he >i>a 
lower form of life (oris thai 

Is Garv Liddon small in real 
life? Why does he always appear 
to be smaller than Jaz and Gaz' 
Is it prejudice ao.a»nsi a new 

Now questions! 

1 ] How big. 5 Z2AP' Towers ■ 

2) How many C Ws do you have 
at ZZAP' Towers? 

3) Do any of you possess a <-- 

128' A 

4) What type of a t^ nm0 -*?r\. 
does Jaz use to cut "« hair* Or 
doesheusea knife and fortcr- 

5)'hovv long do you P la Y a 9 anie 
for before reviewing it? 
Florix Grabundae, Splundig 

Kent ^ 

Somewrrerne/y important 
questions here. Martin, ana 
Wgl^ywiU they be answered. 

There IS no real fife for Gary 

Liddon, as an extreme 
existentialist only his subjective 



PRETENTIOUS 
GARBAGE 

Dear ZZAPI 

I was enjoying reading through 
ZZAP! issue 10 one day until T 
read! the Art Gallery section. The 
an is great but Miss Van 
Reuben's commentary is 
pathetic (and that's being nice). 
It's a computer magazine, so 
don't read so much into simple 
art. When I started reading the 
section I thought she was 
writing like that for a joke' 
Also there were many words I 



reality counts, which B a snotty 
nosed way ol saying that he 
does his own thing, as to his 
sue it doesn't matter how big he 

is, it's what he does with it that 
counts. In answer to the 
remainder of your q uestions: 
1 } Big en ough to house Gary 
Liddon — how big should it be f 

2) Seven, but only one works tat 

a timet. 

3) No, we prefer the U>. 

4) He goes to the local gardening 
centre for a quick stnm, and his 
mummy and daddy told him 
that fingers were invented 
before knives andtorks. 

Finally: . - 

51 How Jong is a piece of string/ 

LM 



didn't understand (and Cm not 
thickl} so cut it out. It's a good 
section but without that stupid 
commentary. 

Just to create more disorder I 
will state that LCP kits are junk, 
they are so bo-o-o-oring. I 
enjoyed a friend's pet person (or 
an hour having a good laugh but 
then became bored out of my 
skull. 

Please take note, as I hate to 
be amiserygutsandmany 
people I know agree with me on 
both counts. 

David Degville, Walsall, W 
Midlands 

This puts me in a difficult spot. 
since I hate (as everyone knows, 
who knows me well) to run 
down a coJ/eague. So I thought 
the best thing to do would be to 



ask Ms Van Reuben herself to 
comment on the above. Excuse 
us please, while we pause to 
change typeface . . . 

David Degville. in ihis.. his first work 
for the pen and paper, has demon- 
si rated a Terpsichorean agili tv with 
wurd-. mnie commonly associated 
with Pa/wo hamadnAi* This particular 
genus of creature tends to see all 
thing-, as simple, so I sav lo you. young 
man. look deep beyond the 
m tegumental meaning-, , attempt lo 
dncem what lies within the sub- 
Si rurture and aspirate that you may 
learn lo appreciate. Your present 
desire tn extirpate what you so 
evidently (ear Id understand is hold- 
ing you back irom true enlightenment 
and the art ot motorcycle mainten- 
an< e. In other words — on ver bike 
ltffdk-1 



LOVE 



£*» 



] 



There we qo then for another month. Hang in there Ashley, we 
may even improve yet within your three month deadline You 
have to for my sake, since I always get hit for being rude to a 
reader and perhaps losing them to some other equally 
unscrupulous, money grubbing, uncaring publisher of 
Commodore magazines! 

Keep writing in to let us know how you feel about 
everything. We do take note (well I do anvwayl of the points 
you all make. One thing I would like to know is what ZZAP* 
readers generally feel about the Compunet pages and the Art 
Gallery (Brigitte notwithstanding!) and also the new Shadow 
Spiel newsy/previewsy /gossipy bit. Writeto: ZAAP' RRAP, PO 
BOX 10. LUDLOW, SHROPSHIRE SY8 1DB 




Dear G ary p en „ - ^* +4 

»»j»cc near,y H5 Ada; d , yourau,o 9 W 





When you've caught the comet... 



COMET 
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As you might have guess- 
ed Time Tunnel is all 
about travelling through 
time. But did you guess that it's 
an arcade adventure starring a 
gnome? No? Well stroll on cle- 
ver clogs, because it is. Anyway. 
playing that Gnome you must 
recover the parts of a map 
which, when assembled, expl- 
ain how he can become Gnome 
king. The pieces are scattered 
throughout history, so quite a bit 
of travelling needs to be done 
before the task is completed. 

To recover the map you have 
to solve seven torturous puzzles 
within the game lone in each 
time zone). These puzzles are 
completed by using the various 
objects found in different t*mes. 
Quite a few of the puzzle-solving 
i tern s need to be taken from one 
period of history to another be- 
fore a problem can be solved — 
quite a hefty task. 

The game commences with 
the Gnome relaxing in his living 
room in Gnome Mansion. Start- 
ing from he*e you must first get 
the time machine operational 
before you are able to whizz off 
through time. The Gnome is 
completely joystick controlled 
and can accomplish quite a few 
actions, depending on the situa- 
tion he's in. Ob|ects can be 
picked up, dropped, set in mo- 
tion or moved if he's standing 



near them (doors, lifts etc). Also, 
a lightning bolt can be fired 
when facing left or right. How- 
ever, the Gnome has a problem 
as he can only carry one object 
at a time, but don't despair — 
Gnome has a closetl This can be 
entered by hoi ding down the fire 
button for a few seconds. An 
object can then be dropped 
there for retrieval later in the 
game, but unfortunately only 
eight items can be left in the 
doset at once. Tfie closet can be 
called up at any time, no matter 
where Gnome is in history. 




One of the more impressive backdrops — Mythological G. 





If further American 
arcade adventures 

are going to make 

their way across 
the Atlantic, they 
will have to be bet- 
ter than [his if they 

are to compete 

with the quality of 
British software. However, Time 
Tunnel isn't so bad and it did 
prove an enjoyable romp for a 
short while, despite the poor 
graphics and abysmal sound 
la/though having said that, I do 
like the backdrops in Mythologi- 
cal Greece/. 





AMSTRAD & 

COMMODO 

MATERIALISING 

AT YOUR DEALER 

NOW! 



Cassette Versions 
Amstrad Disc 
Commodore Disc 



£11.95 
£16.95 
£13.95 




Once you have the time mach- 
ine fully operational, the adven- 
ture proper can begin. There are 
seven varied and very different 
periods of time to be visited — 



It would be so easy 
just to slag Time 
Tunnel. Graphic- 

r *i *1 ally it is awful and 
Sffj in the audio dept 
things aren't much 
better, but there's 
something about it 
that makes you 
want to keep on playing. Weird. 
One of the nice points about 
Time Tunnel is the gnome's 
ability to interact with the back- 
ground quite freely. The 'ob- 
scure obviousness' of the solu- 
tions is great, so you really feel 
like you ve achieved something 
when a puzzle is so/ved. I wou- 
ldn't actually recommend Time 

Tunnel to anyone other than a 
real arcade adventurer, but 
there is some addictive streak in 

ft If you feel that you can bear to 
play a game without mega gra- 
phics and sound, and you 
haven't fost sight of the fact that 
in the end you buy a game just 
for that, then this may be one for 
you. 



Time Tunnel just 
about sums up this 
game perfectly — it 
looks like a Comm- 
odore has been 
*sent back several 
lyears into the past 
and brought back 
to the present with 
an ancient program loaded into 
it. The primitive graphics are 
really pathetic, with no depth or 
detail to the backdrops. The 
sprites are just as bad and the 
goblin looks like a demented 
hunchback cripple. The program 
a/lows one game to go on until 
you either solve it or switch off, 

making it alJ rather boring. I'm 
surprised that US Gofd have 
re/eased this — it's awful 




eight if you include the present. 
The seven time zones are the 
Stone Age (9,600 BC). Magical 
Persia (893 BC), Mythological 
Greece (86 BC). Colonial Salem 
0692), California Gold Rush 
(1849), Intergalactic Spaceship 
(3456) and final ly The Black Hole 
(9999). The various locations in 
each period 'flick' when moving 
from one to the other. 

There are ma ny objects within 
each time zone, but the player 
must sort out the wheat fro m the 
chaff before being able to solve 
the puzzles. The instructions 
give some clues about what 
you're supposed to do in each 
period, but if you really get stuck 
then you can send off to US Gold 
for a hint sheet (although it does 
cost fifty pence). 



Presentation 61 % 

Large, informative and colourful 
poster style instructions, but not 
much else. 

Graphics 44% 

Poor sprites and generally 
simple, drab backdrops, 
although some are very good. 

Sound 23% 

The vol ume knob On the telly is a 
God -send. 

Hookabllity60% 

Although it doesn't look 
anything special and you know it 
isn't, there is some initial appeal. 

Instability 51% 

The game is quite addictive and 

the puzzles aren't overly 

difficult, but they are rewarding 

to solve. 

Value For Money 43% 

Overpriced for what it has to 



Overall 49% 

A barely average arcade 
adventure. 
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THE NEW DIMENSION IN ROLE PLAYING FANTASY... 




PART ONE IN A SERIES OF SEVEN EPIC ADVENTURES 
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• 3D SCROLLING SCREENS •COMBINED JOYSTICKAND KEYBOARD ACTION •ORIGINAL MUSIC 

Kidnapped by an alien spaceship, you find 
yourself" in a room with only one exit. 
Through this opalescent doorway is The 
City of Xebec's Demise Overhead isa panel 
displaying constantly-changing numbers. 
At thf moment you pass through, the 
numbers freeze. Whatever levels of 

Siamina, Charm. Strength. Intelligence. 



Wisdom. Skill, and Wealth you begin your 
adventure witharedeterminedat this point. 

Mystery and danger await you i n the maze 
of streeis. Be wary; not everyone is friendly! 
l-at and drink in taverns, where clues are 
often found in the hearty songs you hear. 
Battle deadly enemies, uncover marvelous 



treasures, and leam dark secrets. 

The sun sets and rises, rain fells, and secret 
doois lead you into unexpected perils. You 
must improve yourself physically, mentally, 
morally, and financially in order to reach 
your goal: return to Earth or seek revenge 
cm your abductors- 
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THE GAME 



What the Red Zoids failed 
to see was a small 
Tankzoid scuttling 

away from the wreckage. In it, 
mind merged with the arachnid- 
like creature was the Earthman, 
You. 

Controlling the Zoid is done 
via icons and a cursor When an 
icon is accessed a window, or 
series of windows, emerges 
from the screen giving further 
information and icons, What the 
Earthman has to do is recover 
the eight pieces of Zoidzilla — a 
very demanding task. 

The Red Zoid environment, 
consists of eight city networks 
each with several city domes, a 
mine, radio transmitters and a 



power generator. Under one of 
the city domes in each network 
is a piece of Zoidzilla, but 
recovering requires forethought 
and a plan of action. All the 
networks are integrated; start 
attacking a city dome and the 
radio transmitter sends out an 
SOS signal to the other cities 
and the Red Zoids come runn- 
ing. The power generator supp- 
lies the energy to the city domes 
which can be converted to a 
defensive shield in times of 
crisis. 

When a piece of Zoidzilla is 
recovered the Tankzoid's power 
capsules and armoury are re- 
plenished to their full and the 
Tankzoid is upgraded {starting 
at Slitherzoid rating the Earth- 
man can progress through Scor- 
pozoid, Trooperzoid, Great Gor- 
gon and finally Zoidzilla). 




/ must admit that I wasn 't 

too impressed when I first 

saw this game. The 

scrolling on the centra/ 

map screen is pretty 

wobbly using software 

scrolling. 
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On further 

playing I fo und that the 

initial doubts about Zoids 

were only cosmetic — 
behind the seeming ly dull 

exterior is a very 

challenging game, i liked 

the control method, some 

of the icons and windows 

are excellent/y thought out, 

A especially the missile 

sequence. Zoids is a very 

hard game, and not the sort 

where you can sit down 

and solve it in one go — a 

lot of practice is needed 

before a player can become 

competent enough to 
recover the first piece 1 1 can 

strongly recommend 

Zoids. it's one of the best 

arcade adventure/ strategy 

/arcade action games I've 

seen. 



SENSORS 

Whan activated, this 

icon relays 

information 

gathered from the 
Zoid's external 
sensors . I or example 
a missile launch 
against you. 



RAJLGUNS 
This is the Zoids 

primary offensive 
system. The railguns 
propel high velocity 
metal projectiles at 
any targeted enemy. 
Zoid-. or 

installation* When 
activated two set* of 
windows open . one 
showing the target 
and the other the 
rallgun targe tting 
screen Here you 
have control over a 
cursor ami have to 
fight against enemy 
jamming end move it 
to the centre of the 
screen for your shots 
to be effective. The 
(amming ma fces lhe 
cursor drlYicu ft to 
control, and the 
stronger the enemy 
the trickier the curso' 
It to target 



INFORMATION 
Thisghrai 
information about 
enemy or enemy 
installations. Upon 
activation windows 
open containing 
details about the 
selected object 



MISSILES 
The Zoids secondary 
offensive consists of 
25 missiles These 
should only be used 
against the more 
powerful Zoids and 
installations When 
ac ces se d three 
windows open, one 
showing the target. 



one the mrssile and 
the other a load fuel/ 
Ignition window. 
Place the cursor over 
the load fuel screen 
to fuel up (the more 
fuel the longer the 
range) and then 
move over the 
ignition icon The 
three windows are 



then replaced by 
another three, one 
showing the missile 
(which is irrelevant.) 
and two guidance 
windows. Both 
guidance windows 
have to be used In 
conjunction to guide 
the missile to hs 
target 




The mam screen shows trie plan and elev at ion t'arectnnr ft the miR*ile These- 
are used to make tine adjustments to the rou>sr o* Hie mrssile rheOtrsM 
smaller screen, snows the view horn the missile * camera which islorate.! in 
its head This screen is used to guide the mallear cunt) n,itu' »loh*ta«l»*lil>r 
hilts and moon tarns 





THE MAP SCREEN* 
Shows the position 
of your Zoid, 
landscape feat ires. 
cities, radio beacons 
etc within map 
range. The scanner 
also shows any Zoid* 
within the locality — 
useful so you can see 
now busy 'he road 
ahead is. II you move 
the cursor over the 

mtp screen and 



press fire a small 
window emerges 
showing you any 
objects end Zotds 
within ran ge Moving 
the cursor over one 
ol these results a 
series of window s 
opening 10 identity 
the object Vou cart 
then decide whether 
to attack rt or not. 
This screen is also 
used to set the Zok] 



in motion. Press the 
fire button twice and 

I roedmap ]* 

overlayed on the 
s cr ee n . You can then 
se-lect the direction 
you want your Zoid 
to travel in by 
moving the joystick 
The Zoid now 
trundles along the 
rood until you tell it 
to do otherwise. 



STATUS) 
When you activate 
this the player is 
given information 
about the Zoid s 
current status. 





MANIPULATE.* 
This kon b used to 
pick up and drop 
objects. Mines, for 
example, can be 
dropped by 
accessing this icon 
and extra fuel pods 
or pieces of Zoidaill 
picked up 



.SHIELD 

When this icon s 
accessed a window 
opens showing the 
current condition o( 
your shield. Looking 
like a pie chart, it 
shows all eight vital 
functions Ithe icons 
m other words} and 
the stren gth of each 
of their shields As 
the Zoid is attacked 
some of the shields 
beg in to fail (it 
depends on what 
part of the ZoW the 
enemy is hitting). As 
time goes on the 
shields go through a 
series of colour 
changes, 
representative of 
how weak they are 
becoming. Using this 
icon the player can 
rotate the whole 
system so that the 
stronger shields can 
protect the more 
vital functions. 

•JAMMING 

Things likeZoKta. 
radio stations and 
cities all grve off radio 
waves. This icon can 
be used to isolate 
those types of 
ob feels I or Zoids) by 
jamming their radio 
emissions. When this 
function is activated 
a window opens 
showing the radio 
signal being 
transmitted, and 
your jamming signal 
underneath. What 
thepiayerhufodois 
tune his signal to 
nvJtchtheanemy'i, 
by usingj three fine 
tuners If the signal is 
matched then It's 
cancelled out and 
b successfully 
jammed. 



To be honest I thought 

Zoids was going to be 

incredibly boring. A few 

games later I realised I 

cou/dn 't have been further 

from the truth — Zoids is 

amazing! I became 

thoroughly engrossed 

virtually from the word 

'GO' and have found it 

difficult to pull myself a wa y 

from this classic creation^ 

The Electronic Pencil 
Company have excelled 
themselves andcome up 
with something that even 
surpasses their previous 

product, The Fourth 

Protocol. A/though Zoids 

doesn't look particularly 

impressive on screen, it is 

very user friendly and 

contains enough variety 

and depth to keep many a 

gamesplayer content for 

months to come. 



After playing the excellent 

Amstradand Spectrum 

versions of Zoids I really 

looked forward to having a 

bash at the Commodore 

version, and/wasn 't 

disappointed — it's the best 

of the iot! Controlling the 

game is done via an 

excellent icon and 

windowing system which 

is a II accessed through the 

joystick. The sheer depth of 

the game is amazing; a 

complete Zoids 

environment with city 

network infrastructures 

and renegade battlefo rces 

havealibeen crammed into 

the 64 — fabulous. The 

soundtrack is very good 

indeed and lends an 

excellent atmosphere to 

the game, if you're looking 

for a game which will keep 

you occupied over the next 

few months then look no 

further than Zoids. 



owner: 



Hookah. Ilty 90' 
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LAW OF THE WEST 

US Gold/ Accolade, £9.95 cass, £14.95 disk, joystick only 



Life in the good ol' Wild West 
sure was tough, what with 
all them bank robberies 
and shoot-outs, and evil Horn- 
bres running about the place 
causing havoc. Accolade's Law 
of the West gives you the oppor- 
tunity of finding out just how 
wild the West really was, As 
Sheriff of Gold Gulch, a small 
but by no means peaceful town, 
it is your duty to protect the in- 
nocent, quell the very naughty 
and generally keep law and 
order until sundown. 

7>iere are eleven different sit- 
uations to put your integrity and 
efficiency as a lawman to the 



Law of the West is 
initially very impr- 
essive due to the 
stunning graphics 
(although thera are 
only four different backdrops) 
and an excellent atmosphere. 
Unfortunately it soon proves a 
chore to play as the responses 
become predictable and then 
there is little action to comp- 
ensate. J think that Law of the 
West has over-priced itself 
realty, and that at a much lower 
tag it woufd have been well 
worth spending the money on 
for its novel feel and amusing 
ideas. 





test and each takes the form of a 
brief encounter with a particular 
character. Your problems start 
outside the saloon with the 
appearance of a burly gun- 
slinger who strolls casually out 
onto the street and asks: 'You 
the Sheriff of this stinkin' town?' 
to which you can offer one of 
four replies, shown at the bot- 
tom of the screen, ranging from 
pleasant and sycophantic to 
authoritative and aggressive. 
The choice of reply affects the 
mood of the character in quest- 
ion and it is best not to cross the 
nastier types, for you may find 



yourself eating a main course of 
lead with dirt for desert. 

However, you are provided 
with a suitable weapon — a 
powerful six shooter is at your 
disposal, should you wish to use 
it, along with a seemingly infin- 
ite supply of ammunition. Use- 
ful for preventing the occasional 
bank raid or stage coach rob- 
bery. If you do resort to gunplay 
though, it is wise to have the 
Doctor on your side as he can 
turn an inconvenient flesh 



Beneath the very 
pretty and instantly 
appealing graphic 
exterior or* "Law of 

the West there ties 
little in the way of lasting chal- 
lenge. Though some pfeastire 
was derived from the first few 
plays, I soon became bored due 
the limited and repetitive nature 
of the game. It's a nice idea that 
has been wefl executed, but un- 
fortunately it doesn't hold any- 
thing other than short term 
interest with effectively so little 
to do. There is an excellent 
atmosphere generated when 
playing the disk version, but this 
is lost using cassette as it takes 
time to load individual scenes, 
Law of the West is essentially a 
good game, but only tor a short 
while. 




■ ti-y <i drunken doctor, our hero (pictured tar It ft I attempts to justify th« r *:<.:■■' it spiitenf killings 
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Kill fiHY WORE PEOPLE LATELV, SHERIFF? 

WELL, DOC. IT'S PART OF MV JOB. 
VEP. TWO flORE NOTCHES FOR MV GUN. m 
MY, AREN'T WE HUNGOUER THIS MORNING. 
I tRV TO AOOID GUHFIGHTS, IF POSSIBLE 




'Absolutely brilli- 
ant' was my first 
1 reaction to this 
game, but after 
playing it a few 
times my initial enthusiasm was 
dampened somewhat. The 
trouble is that there are only 
eleven scenes and once you've 
been through them a couple of 
times they all become dull and 
highly predictable. The shooting 
bits are quite fun r but again. 
once sussed the player can win 
every time. The sound and 
graphics ana atJ quite folly, but 
it's not really a game I could 
recommend, especially the 
s-l-o-w cassette version. 

wound into a terminal case of 
death wi th a quick s ip of the bot- 
tle and slip of the scalpel. Other 
townsfolk include the iniquitous 
Miss Rose, the 'hostess* with the 
rnostest who works behind the 
bar in the local saloon, and the 
Mexicali Kid, who's very keen to 
shoot up the local Sheriff if given 
the chance. Oh. there's also little 
Willy, a boy with a secret that he 
won't tell unless suitably per- 
suaded. 

When your stint as Sheriff fin- 
ally comes to an end. through 
either loss of life or daylight 
hours, a full evaluation of your 
prowess is given, detailing how 
well you maintained your auth- 
ority and fared romantically 
amongst other things. You are 
also told your overall score. 



Presentation 76% 

1 ng 

Graphics 85% 

Four superlative backd 
Soffit 

ilse. 

Sound 79% 

i tew 
■ PX 



Hookat>llfty90% 

Initially v ro play 

lent 

Instability 71% 

D*3S|ji(e a large range ot 

iOviny up! !he 

game soon proves bonny to 
play as the situation 
sural 

Value For Money 72% 

II has instant visual appeal ■ 
the lack lakes it a un 

the top in i" 

Overall 78% 

A highly atmosphe'u: and 

lamewlth 
but 

lar.l- i l variety and 

i i . 

great It 
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YIEAR KUNG-FU 



Imagine, £8.95 cass. Joystick only 




After many months of 
delay Imagine's conver- 
sion of the Konami ar 
cade game Vie Ar Kung Fu fin- 
ally makes il to the Commodore. 
All the features of the original 
are included, with the same tan 
opponents, control method and 
backdrops. 

Like most arcade games, the 
scenario is a very simple one. 




This has all of the 
features of the ar- 
cade gamo, but un- 
fortunately it does- 
n't play as well as 
the original. The 
graphics aren 't par- 
ticular fy brilliant 
and only just cap 
ture the atmosphere of its ar- 
cade counterpart. In terms of 
payability Yie Ar suffers, some- 
times Oolong seems to have a 
mind of his own and doesn't 
perform the move you want him 
to Jt's certainly a difficult and 
challenging version, and beco- 
ming a kung fu master will take 
some doing, if you like the 
sound of this game, or liked the 
arcade version then it's worth 
taking a look at. 



Taking the role of Oolong the 
kung fu fighter, you have to 
salvage the honour of your 
family by becoming a master of 
the martial arts. This is achieved 
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by taking on and bettering ten 
vicious opponents, who are all 
rather weird and range from a 
petite, but very violent fan- 
throwing female to a chain- 
wielding jellified fatty. 

Oolong, being rather good at 
the kung fu bit, has 16 special 
moves to confound, confuse 
and generally damage his opp- 
onents. These are alf accessible 
via combinations of joystick 
directions and the fire button, a 
similar method to that used on 
Way of the Exploding fist. Some 
of the moves like roundhouse, 
flying kick and leg sweep will be 
pretty familiar to kung fu fans, 
but others such as the flying 

Eunch, stride punch and ground 
dk open new grounds in fight- 
ing tactics. For every kick or 
punch on target points are 
awarded, 500 points for the 
most simple moves up to 2.000 
points for a well executed flying 




kick. Every 20,000 points a new 
life is awarded. 

When a round starts each 
fighter is given a certain amount 
of energy, shown on-screen as a 
bar. When you get hit an eighth 
of your energy rs lost. After the 
eighth hit poor old Oolong loses 
one of his five lives and has to 
face the same opponent again. 
The opponents energy oars 
work in the same way and if you 
manage to hit them eight times 
then Oolong is declared the 



/ expected the 64 

^f%k conversion of the 

i^Vktw superb arcade orig- 

X inet to be better 

",^~ ■ than the rest but 

4** '-;- ^ it's not — the 
Jfe-v^^ Amstrad version is 
~^ttm^ superior without a 

doubt. Admittedly, 
comparisons shouldn't be 
made, but Yie Ar Kung-Fu on the 
64 is not a good game to play. I 
didn 't enjoy it at all. Graphically, 
it isn 't too not either. The sprites 
look small and puny and I don 't 
hke the way they 'slide' across 
the screen. However, the back- 
drops are quite pleasant. Mr 
Galway's soundtrack rs neat, 
although not outstanding and 
tfie sound effects are very nice. 
Yie Ar Ku ng Fu could guile easily 
have been the best of the genre. 
but unfortunately it isn't. Basic- 
ally, disappointing. 




Yie Ar Kung Fu ts 
yet another con- 
formist safe money 
spinner designed 
to cash m on the 
latest fad for the 
beat em up. And 
n'sjustas dulfasall 
the others. As 
games of this type go f suppose 
it's all right, it offers new chall- 
enge for all those into pixel 
violence. The graphics are of an 
average sort though the sprites 
seem to float about as opposed 
to realistically moving. Sonicalfy 
it's all very competent as well, 
though it really is a bit naughty 
to take a chunk out of Jarre's 
'Magnetic Fields' for the title 

screen music. Do Rocksoft 

know? I don't like this game 

though I'm sure most Fist 
devoteeswillloveit. 



winner, his energy level is res- 
tored and h e goes on to fig ht the 
next, more vicious opponent 

Each of the ten combatants 
has an individual fighting style 
and different fighting strategies 
are needed in order to win. On 
later levels the opponents carry 
weapons — swords, chains, 
clubs, fans, sticks and throwing 
stars which have to be avoided, 
either by jumping or ducking. All 
this while trying to beat off the 
usual melee of kicks and pun- 
ches thrown at you I 

The final opponent is a real 
toughie — he s your clone, only 
faster and stronger than you I If 

Sou manage to bash him in then 
lolong finally becomes a kung 
fu master and his family's hon- 
our is restored once more. Then 
he has to challenge the same ten 
opponents, only this time they 
're meaner and faster. 



Presentation 86% 

Informative instructions, two 
player option a nd generally 
attractive appearance. 

Graphics 64% 

Just adequate sprites, but 
decent backdrops. 

Sound 84% 

Superb title screen music and 

pleasant in-game tune. 

Hookability72% 

It's a hard game that could lead 

to frustration. 

Lastabllfty 70% 

But if you Nke this son of thing 
you'll stick at it. 

Value For Money 65% 

Cheaper th an the average game, 
but no better. 

Overall 68% 

Have a couple of games before 
deciding to buy. 
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COMIC BAKERY 



Imagine, £8.95 cass. Joystick only 



Latest in the saga of Ima- 
gined acquisition of 64 
conversion rights to Kon 
ami arcade games is the release 
of Comic Bakery. The scenario, 
as with a most Japanese origin- 
ated ones, is a bit strange. Joe 
the baker has to bake as many 
loaves as possible and get them 
to the baker's shop before the 
five o'clock van leaves. What's 
so strange about that you ask? 
Well, for some totally unac- 
counted and probably strange 
reason racoons have broken 
into old Joe's bakery and have 
taken it into their heads to dis- 
rupt, disturb and generally hass- 
le trie old man. Obviously not an 
animal lover by any decree. Joe 
has equipped himself with a 
stun gun to cope with the pesky 
Procvon lotor. Any racoons 
passing Joe's path get a stun 
blast and are kicked of the scr- 
een before they get a chance to 
reawaken. 

The main trouble caused by 
the racoon invasion is their pre- 
delictior* to interfere with the 
automatic baking machines of 
which there are three. In the 
normal course of operation loa- 
ves are churned out from the 
first machine and progress al- 
ong a conveyor belt towards the 
awaiting van. Two other mach- 
ines are placed along the con- 
veyor that perform baker-like 
operations on the travelling 
bread. The racoons' favourite 
pastime is turning off the bread 
processing machinery, causing 
it to pile up. 

Another annoying habit of 
one particular animal running 
up a nd down a gantry above the 



bread carrying belt is leaning 
over and swiping the odd pre- 
baked loaf. Come five o'clock 
and the baker van leaves, carry- 
ing any loaves t hat may have got 
through, distributing them to 
the shop to feed any fasting 
customers. Each tasty snack 
delivered gains handy bonus 
points. 

The screen is split midway to 
display the strange goings on in 
Joe's place. Joe constantly sits 
in the middle of the lower screen 
which shows the background 
around him. Moving left and 



Despite the very 
pretty graphics and 
nice sound. Imag- 
ine have been stuck 

ii with an awful game 
WW along and there 
Y can't have been 
much they could 
do to change it 
Comic Bakery is so dull. The 
main reason hr its yawn appeal 
is that it's so easy. I'm no mega 
gamester hut progressing up 
through the screens is not a task 
I'd place on my top ten hard 
things to do list. It s a real shame 
since the people involved do 
seem to be tafented — ro make 
them produce boring tut like 

Comic Bakery is really a sin. A 
little tiring is the now 'essential' 
Martin GaJway, hrs work js get- 
ting as boring as Hubbard's, not 
because 0? trie musical content 
but Just because of the 'instru- 
ments ' he uses, I find it hard to 
say anything good about Comic 
Bakery except the programmers 
have made the best or a bad job. 





After hearing the 
excellent music 

and seeing the jolly 

graphics I thought 

that the game was 

going to be a really 
good one. Unfortu- 
nately it's bo-o-o- 
ormg, with screen 
after screen of the same action. 
It never seems to get much 
harder either and with extra 
lives coming thick and fast it's 
possible ro go on forages before 
the game ends — du/lsvillel Oh 
well, good graphics and sound 
maketh not a game as the anc 
tent Chinese proverb goes . . . 



right causes the bakery to scroll 
around the corpulent baker. Fat 
though the sprite undeniably is, 
there s still life left in the porky 
old bloke since pushing up- 
wards sends Joe skyward in a 
surprisingly athletic jump. This 
is most handy for leaping errant 
racoons, the touch of which is 
deadly to fat bakers. Another 
defence against racoons is the 
stun gun. This is not an infinite 
weapon and too much zapping 
depletes its charge, indicated at 
the top of the screen. After a 
brief pause the charge builds up 
again, 

Racoons trot on from the left 
or right of the screen and a quick 
stun from your gun knocks them 
senseless to the floor. Walking 
into a racoon in it's defenceless 
state sends it careening from 
your foot and off the screen. The 
kleptomaniac animal that steals 
the bread can also be zapped 






with a stun ray but there's no 
way of knocking it off screen. 

Above the main action a scan- 
ner is provides that also incl udes 
a clock counting towards five in 
ttie afternoon. The scanner 
shows the whole length of the 
bakery with the awaiting van at 
the far end. Racoons aren't de- 
tailed on the scanner though 
their positions are fairly con- 
stant. Throughout there's the 
now ubiquitous Martin Galway 
music. There's even the Hyper- 
sports music on the loader, 
though it's been slowed down 
Into a reggae version. 



Comic Bakery 

looks and sounds 
delightful, but 

that 's about ft 
Colour is used to 
good effect, the 
sprites are appeal- 
ing and the Martin 
Ga/wa y soundtrack 
works well, but unfortunately a 
game is lacking to conwlement 
these features. Comic Bakery is 
one of the most boring games I 
have ever played. Purchase at 
leisure and repent with haste. 



Presentation 88% 

Very jolly attempt that manages 
to appeal. 

Graphics 89% 

LoveTy racoon sprites coupled 
with some very nice Art Deco 
looking machinery. 

Sound 91% 

Typically cool Martin Galwav 
music and effects. 



Hookabillty39% 

This is where things get ba d. 
Comic Bakery is instantly boring 
which means . . . 



Instability 3G% 

. . . play it once and you won't 

want to again. 

Value For Money 3 1 % 

With gameplay like this it should 
be budget. The price asked is 
near ludicrous. 

Overall 35% 

Ju st not worth anyone's money 
or time, especially Imagine's. 
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The Phantoms of the Aster- 
oid are not the nicest of 
chaps if you take trying to 
kill people as not nice. If you're 
particularly callous you'd prob- 
ably think 'It doesn't matter that 
much. I mean, it's not me they're 
trying to kill'. Think again bec- 
ause it is. The asteroid on which 
the phantoms live is inconven- 
iently on a collision course with 
old Mother Earth. Obviously 
everyone's a bit panicky since 
it's a jolly big asteroid, one that 
would cause a little bit more 
than a slight dent if it hit our 
bluey-green world. Not only that 
but the phantoms also want to 
take over the planet. Not too nice 
really. 

Well you're a hero and it's 
your job to blow the approach- 
ing megalith to smithereens. 
Since it's such a large asteroid a 
nuclear bomb of gargantuan 
size is required. Luckily advance 
scanners from Earth have detec- 
ted the existence of 36 uranium 
cubes on the asteroid, just 
enough to make meteor dust out 
of it. All you have to do is collect 
all three dozen cubes, combine 




PHANTOMS OF THE 
ASTEROID 



Mastertronic, £1 .99 cass, joystick only 



them so they achieve critical 
mass, and then rather rapidly 
depart to avoid getting mashed 
along with the floating rock 
mountain. All very easy, if it 
wasn't for the force walls, pois- 
onous plants, energy draining 
phantoms, ever draining oxy- 
gen and your fuel hungry jet 
pack. Ho hum, well this sort of 
thing isn't supposed to be easy. 
The equipment supplied con- 
sists of the bog standard power 
pack, a handy device that pro- 
pels anything strapped to it sky- 
ward. The power supply, how- 
ever, runs exit very quickly, luck- 
ily there are fuel outlets at a 
number of points around the 
asteroid for replenishing it. Sim- 
ilarly, your oxygen supply runs 

This is all very rem- 
iniscent of Rock&t 
Roger, but just not 

as good really. The 
main bugbear I 
have is its slow- 
ness in play, tf the 
game was just a 
touch faster and a 
little bit more responsive, I'm 
sure it would be great fun. The 
map over which you scroll is 
absolutely huge and will cause 
quite a few problems to those 
into mapping games, I don 't like 
Pha ntoms though I'm sure quite 

a few arcade adventurers wilt. 
Stilf it may be worth checking 
out for Mastertronic's meager 
£1.99 price tag. 





out fast, so it's nice to know that 
there are also oxygen points for 
topping up. Another handy 
piece of standard equipment is 
the gun. This fires in the direc- 
tion being faced and any phant- 
oms in your way gets splatted 
into phantom ghoulash. Regret- 
tably others appear to take the 
ex-phantom's place. 
With bulging eyes and gorm- 

/ found Phantoms 
of the Asteroid a 
very enjoyable 
game to play, des- 
pite Jts emptiness 
and slow speed. 
While not being 
graphically out- 
standing, it is suf- 
ficient and the music and sound 
effects are very good indeed — 
especially the title screen tune, 
which I feel is Rob Hubbard's 
best yet. If Phantoms of the 
Asteroid had a bit more to Hand 
was slightly faster it would be 
really neat, but even so as it 
stands it's very good value for 
money. 

less expressions, the only real 
harm the phantoms can do to 
you is bump your body. This 
depreciates the energy supply 
shown as a histogram on 
screen. Also histogramically 
represented is the fuel and oxy- 
gen supply, let any o1 these hit 
rock bottom and the game's 
over. Another way of dying is to 
go full splat into the constantly 



toggling force shields. To open 
them you just sta nd on their con- 
trol pads and they deactivate for 
a limited amount of time. You 
have to hurry since there's 
nothing worse than having a 
force wall reactivate through the 
middle of your body. 

The game is represented on a 
scanner in which your character 
remains centrally positioned 
while the background scrolls as 
he moves. Up activates the jets 
in the power pack and lets a 
hefty flame belch from behind 
you. To go down just leave the 
jets off and gravity drifts you 
rloorwards. Asteroidal phant- 
oms home in on you constantly 
flying through rocks to reach 
your location if necessary. 

A/though being 
very similar to 
Rocket Roger, 
Phantoms has 

plenty to offer any 
budding cartogra- 
pher or explorer. 
The asteroid's cave 
system is absolute- 
ly huge and there are loads of 
nasties fust dying to get their 
teeth into the hero of the game. 
The graphics and sound within 
the game are rather simplistic, 
but the soun d on the title screen 
is really good with a good of 
Hubbard funky bop thundering 
away. At CT.9S the game is a 
steal and should definitely be 
looked up. 




Because of the enormity of your 
task Mastertronic have thought- 
fully provided load and save opt- 
ions to save your current pos- 
ition out to tape — saving 
Mother Earth ain't so simple. 



Presentation 79% 

Handy onscreen instructions 
plus the inclusion of a save and 
load option brings this above 
average mark. 

Graphics 60% 

Pleasant, but somewhat aged in 
style. Nice scrolling though 

Sound 91% 

Another rip-roaring Rob 
Hu bba rd soundtrack. 

Hookablllty65% 

The game plays a little bn too 
slow lo give any real instant 
appeal 

Last ability 62% 

An d the slowness com mues to 
irk throughout. 

Value For Money 78% 

Still not bad for V 2 V9g! 



Overall 73% 

Arcade adventure fanatics wilt 
be likely to hook onto t his one 
bu t any appeal to other 
gamesters will probably be 
limited. 
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COM SAT LYNX (Air -to- ground Battle Simulation) 

ctrum48k f 8 95 

nodOr*64 C8 95 

istrad464.6T2S £8 95 

C/Eleclron l8 95 

*a1 Lyn» is botS simulation and shoot-em-uto games m one. The 30 
i created by us>ng contour >tne graphcs tends to give it a more 
n»cal feel so more iifce a simulation, bul on the otner hand there are 
o' jets and enemy heitcopters whizzing around ana ground forces 
shooting at you which g<ves the game >ts instant piava&iitv appeal Once 
*"■ get the hang o' coping with everything, it s possible to play a game of 
strategy when involves not onfy Btcade sMls but those of forward 
Mftg For people who enjoy strategy type games. Combat Lyn* should 
.ide hours of fun white for those who prefer something instant and 
; - choose stuti level 4 and hang onto your hats' Generally the graphics 
most impressive, with a few attribute problems when objects are 
it to become hidden but these are minor m what ts otherwise an 
iflino am) challenging game * 





HHB^ 




TURBO ESPRIT (3D Simulation Car Chase) 

Spectrum 48k f 8 95 

Commodore 64 f 8 95 

Amstrad 464 6128 f 8 95 

Vou are a special agent equipped with a Lotus Turb-o Espnt An intern. 
ationai ting of drug smugglers are about to make a huge delivery ot 
heiom and must be stooped at all costs The drugs are stored at a 
number of houses m the city and will betaken by cars loan a'moured 
van whic* will oe cubing around the centre A raid on the wan before 
completion otth-e delivery would i€3ve some o' the drugs in circulation 
Similarly a raid on any of the houses would alert them to your squad s 
activities You must ihetefoie try and pick-off the cats one by one 

-•- :he^ dioo and then tr> to stop the van pal 
escapes Thedeiivervcarswiiibebacked-upby hit" jQuads- so watch 

I Developed with the support or Lotus Cars Ltd | 




*.££ * 




CRITICAL MASS (Arcade) 

Spectrum 48k C8 95 

Commodore 64 f 8 95 

Amstrad 464/6128 r8 95 

An uullying system of the Terra Federation has set up an advanced 
anti-matter conversion plant on .< centrally positioned asteroid to 
supply the local colon ists with energy A surprise attack t>y alien forces 
has successfully overcome the asteroid's defences and ihe aliens are 
now threatening 10 self-destruct the power plant un-less the colonists 
offor an unconditional surrender The self-destruction process would 
effectively turn the power plant mto a massive black hole thai would 
wipe out the entWe planetary system along with a number of nearby 

stars Uncond(iionalsu»ermi-r<;ffer&anequiillvhatii1iL|rtOineci Yout 
mission is to mfiltiaie the enemy position and disable lh. etlei 

plant before the aliens achieve CRITICAL MASS. 

'Thisisthebizl Theg.aphicsandplayabilityolthisgumearesuperli 
niakniyit welt worth the money 
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SABOTEUR (Martial Arts Arcade Adveniura) 

Specirum48k £8 95 

Amstrad 464/61 28 C8.95 
Commodore 64 £8.95 

You are a highly skilled mercenary trained in the maiiial arts You are 
employed to mfiltraie a central security building which isdisguised as a 
warehouse. You must steal a disk that conlams the names of .ill [ha 
rebel leaders before its information is sent to the outlying security 
stations You are working against the clock, both in gutting to the disk, 
and in making your escape You must enter the buil ding from the sea by 
rubber dinghy, and will then only be able lo leave by the helicopter on 
the roof. You will have to find your way around the warehouse, making 
use of the guards' own weapon supplies m your struggle through 
overwhelming odds 

Saboteur is without a doubt one of the best arcade games I 've seen lor 
a long time and a welcome depart uto Itom the plethora of 
licenced/endorsed product that the industry seems toe urgently favour 
Recommended " 






> 



DURELL sales dept.. 

Castle Lodge Castle Green, Taunton, Somerset, TA1 4AB, England 

Telephone (0823) 54489 & 54029 



software getting harder . 




Have you ever been ill and 
wondered what exactly 
was going wrong with 
your poor little body? Sitting 
there sweating, head throbbing, 
stomach making horrible gurgly 
noises and all that sort of thing. 
Now the inner workings ol your 
body can be revealed by playing 
Gerry the Germ . 

You see. Gerry has been thr- 
own out of the institute of In- 
fectology for failing to get his 
stinkploma . . . out on the street, 
no money, a bacteria and a col- 
ony of viruses to support. Most 
ordinary germs would be def- 
eated by this crushing blow, but 
not Gerry. He's a fighter, a rebel, 
a rapscallion and he's going to 
show the world that he's the 
best by taking on. and comp- 
letely infecting a human being 
single handed. 

You play the part of that 
heroic, teensy-weensy little 
germ, and have to successfully 
infect six pans of your host's 
body. There are six tasks, each 
forming six separate screens, 
and failing one results in him 
being put back to the first 
screen. 

Gerry starts his quest in his 
unsuspecting host's lungs (after 
he's been inhaled). In the middle 
of the lungs are four square- 
dancing red blood corpuscles. 
Every time they cross a bottle of 
oxygen is produced which Gerry 
has to collect, until the lungs 
become diseased. Once that has 
been done he can whizz down a 
handy vein to the ki dneys. 

Here, Gerry has to eat as many 
kidney beans as it lakes to make 



a reaction in his bacterial botty . . 
. and he can then go to the toilet 
and rum the poor man's bowels. 
Naturally his task isn't an easy 
one and there are antibodies 
floating about the screen in the 
form of a plunger and toilet 
attendant. These have to be 
avoided and at the same time 
Gerry has to hack about after the 
kidney beans before they run off 
screen. 

The next stop is the bladder. 
Ho., ho, ho. Gerry has luckily 
picked up a little rowing boat 
and is paddling around the pi- 
lake of strong liquid. Swimming 
about in the lake is a bull (I) 
which can overturn the boat . . . 
Bui luckily Gerry can pick up 
highly dangerous tact ile nuclear 
toilet rolls to throw at it. If one 
hits home then the bull sinks for 
a while before continuing its 

Although Gerry the 
Germ contains 
some amusing tou- 
ches, it is, as a 
whole, not much 
fun. All six screens 
are frustrating to 
play and have little 
variety, which 

means any initial interest quick- 
ly wanes. Graphically it is quite 
pleasant and the tunes are joliy, 
but they do tend to irritate after a 
few games. Gerry the Germ is 
too expensive for what it is and I 
even doubt its credibility at a 
budget price. 



chase. Gerry has to survive long 
enough for the bladder to pack 
in, and then it's on to the 




stomach. 

Lots of nasties trundle their 
way around the stomach — a 
tapeworm, a gas pocket and lots 
of healthy food. Some stun, 
others shunt you about the 
screen so you ha veto watch out* 
Gerry has to dissolve Mr Asprin, 
guardian of the exit, (he stops 
the stomach from going wrong 1 
by dissolving him with the acid 
bottle found wandering around 
the screen. If Mr Asprin is dis- 
solved then the stomach gets al I 
acidic and the host suffers hor- 
ribly, har, har. 

The humour in this 

Same, although 
sing lavatorial, is 
quite enjoyable. 
Playing it though, 
is another kettle of 
fish entirely. Most 
of the screens in- 
volve chasing an 
object around whilst trying to 
dodge others, which soon be- 
comes a real bore. Finishing a 
screen, having a couple of 
seconds on the next, failing and 
having to natum to the previous 
one again was another niggling 

point — I'm sure it would have 

been much better to have lives. 

ft's surprising that firebird are 
asking £7.95 for this program, at 
€1.99 it would have just about 
seemed passable. 

The next stop is the pancreas, 
which looks rather like the inside 
of a train carriage (pancreas 
sounds like St Pancras — joke*. 
The screen is split in half, one 
half the inside of the carriage 
and the other the driver's com- 




partment, with the fireman and 
driver. In the carriage are med- 
ical supplies should be dealt 
with. If Gerry touches them then 
they're infected, but he has to 
watch out for mean white cells 
whose touch spells trouble. 
Once the medical supplies have 
been ruined Gerry must stop the 
train, done by climbing unseen 
into the driver's compartment 
and lobbing coal at the driver. 
The driver thinks it's the fireman 
and a fight ensues. .. 

Gerry's final job is to stop the 
heart. The objective of this 
screen is to reach the heart, 
made difficult by the amount of 
antibodies .zooming around the 
screen. If Gerry finally manages 
to infect the heart then he wins, 
and proves to the rest of the 
germ world really he's a jolly 
clever fellow really. 

^^ It's quite hard to 

^Hft decide anything 

w^^% really definite on 

T*' E W this one. I mean, 

\£, $ it's a bit strange. 

A^-^fc The graphics are 
RBBV strange for a start, 
^fly* Gerry looking very 
germlike plods a 
round strange looking back- 
grounds, Strange. The instruct- 
ion booklet doesn't exactly walk 
on the normal side of life etther, 
it's a great big waif chart giving 
more gentle hints than actual 
instructions. Double strange. 
What I do know about Gerry the 
Germ is that it's a bitch to play. 
Easy it isn't. Getting past the 
lungaroo (the first sheet) is way 
beyond the meagre talents of 
myself and the rest of the re- 
viewing team. In the end you are 
buying a game for just that, the 
game and Gerry the Germ is so 
hard that there realty isn 't one in 
there. Shame, because soma of 
the humour is quite nice. 



Presentation 66% 

Inadequate, but attractive 

instructions and sufficient 
on-screen presentation. 



Small sprites, but generally 
quite colourful and jolly. 

Sound 75% 

Severa I sta nda*d Rob Hubbard 

tunes which soon become 
annoying. 

Hook ability 52% 
Fiddling around inside a body is 
reasonably enjoyable . . . 

Instability 38% 

. . . but only six screens of the 
same sort of thing is not enough. 

Value For Mori 

Very much overpriced, 
especially when it's not as good 
as many budget titles. 

Overall 39% 

A very simple six-screen arcado 
game with a perverse sense of 

humour and little else. 
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BACK TO THE 
FUTURE 

Electric Dreams, £9.95 cass. Joystick only 



Have you seen Stephen 
Spielberg's latest produc- 
tion Back to the Future? If 
you're one of those who hasn'i 
then you won't know the story. 
so here's a quick precis. 

Marty, the hero of the film, 
accidently gets sent back 
through time to 1955. Still in his 
home town, only thirty years 
previously, he starts to unwit- 
tingly change the future. First of 
all he meets his Daddy, only he's 
the same age as Marty. After 
saving him from being hit by a 
car, Marty himself gets knocked 
down, and gets taken into the 
driver's house to be nursed. 

This is where the problem 
realty starts. The house he's 
been taken to is where his 
Mother lives (only she's young 
and very pretty), when she sees 
Marty lying on the bed uncons- 
ciousshe falls in love with him . . 
end history starts becoming 
very muddled. You see, if 
Marty's Mummy falls in love 
with Marty she'll never fall in 
love With Marty's Daddy, and 
consequently Marty will never 
be born — oh dear, migraine 
time. Eventually Marty DOES 
get his parents back together 
and retu rns to the future. 

The game closely follows the 
plot of the film. Playing Marty 
you must reunite his Mummy- 
kins and Daddypoos — if he fails 
then he'll cease to exist. Back to 
the future is really an arcade 
adventure where the object of 

I loved the film, but 
wondered how 
they could make a 
game out of it, after 
all ft has nothing to 
\do with computers 
'or the like. Well. 
Electric Dreams 
have tried to capt- 
ure the atmosphere of the film, 
but really all they 've produced is 
e limited and very mediocre arc- 
ade adventure. The graphics are 
awful, with unimaginative back- 
drops and sprites which look as 
though they're about to fall flat 
on their faces. The sound's 
annoying too, a dull version of a 
tune from the film plays 
throughout the game and 
there s Uttle or no spot FX. Oh 
well, not so much back to the 
future, more like beck to the 
past. 





the game is to collect the correct 
objects and drop them in the 
riejht place at the right time. 

There are five locations, the 
main one being a bi-directional 
scrolling street which has four 
buildings, a cafe, the professor's 
house (he invented the time 
machine), the dance hall and the 
school. All the buildings have a 
door, and entering through one 
leads you to a single room 
inside. An object relevant to the 
game resides in each room, only 
you have to work out which obj- 
ect does what. Marty can only 

/ haven't seen the 

film so I'm not 
going to make silly 
comparisons. But I 
have seen the 
game, and deary 
\oh me, it's bad. 
People just don't 
seem to team, but I 
lust can't think of any fllm-to- 

Zeme conversions that have 
een anything but tacky. You 
can't reach an old dog new tricks 
as the saying goes. Anyway, 
meanwhile back at the game . , . 
The sprites don't walk, they 
wobb/e and jibble, and they're 
fat Since the sprites are expand- 
ed, their pixels are awfully fat, 
the people look like something 
fallen out of a legoland set 
Rocksoft have supplied the 
music and it leaves you wishing 
they hadn't It just seems so 

gauche in comparison to the 

majority of today's offerings. It's 
a real shame to see something 
of this calibre arrive from Elec- 
tric Dreams since they have real 
potential, it's just time they real- 
ised it. 

carry one thing at a time, but 
when he's carrying something 
one of the five icons at the top of 
the screen becomes highlight- 
ed, so you know which of the 
five items he's carrying. 

Trudging around the town are 
the four main characters from 
the film, Lorraine {Marty's 
Mum), George (his Dad), the 
school bully (Biff) and the prof- 
essor. Some objects have an ef- 
fect on the characters, for exam- 
ple collecting the alien suit and 
using it on Lorraine makes her 
stand still so you can collect an- 
other object and use it on her. 

Throughout the game a timer, 
in the form of two slowly decay- 
ing photographs, one of Marty 



and the other of him and his 
brother and sister, slowly ticks 
down. If Lorraine gets near 
Marty then the photograph 
decays a lot faster, so you have 
to be pretty quick about the 
whole thing. Biff doesn't really 
play an important part in the 
game, but trudges around hit- 
ting people. If he hits Marty then 
he falls over, stunned, and has to 
sit down a while to recover 
(meanwhile the photographs 
are merrily decaying). 

If you manage to use an object 
at the right time then the photos 
begin to regenerate, and once 
they have become whole Marty 
can whizz to the professor's 
house, jump into the time mach- 
ine and whizz off back to the 
future. 

Cough/ Chokef 
Gakl Ughf Splut- 
ter! Sorry, but f just 
have to get rid of 
. the bad taste that 

Back to the Future 

has left in my 
mouth — it is 
awful' I found h 
dull, uninspiring and generally 
disatisfying to play and to make 
matters worse, it is both visually 
and aurally offensive. Electric 
Dreams can certainty do better, 
as demonso-ated by their amaz- 
ing Amstrad re/ease Spindizzy, 
so it's about time they made a 
start. 




If the game is completed then 
Marty has to start again, only 
this time there is a bigger chunk 
missing from the family photo- 
graph, making the game far 
more difficult to finish. 



Presentation 68% 

Comprehensive instructions 
and pleasant screen layout. 

Graphics 41% 

Sub standard crippled sprites 
and dull backdrops. 

Sound 46% 

Poor interpretation of the film's 
tunes. 

Hookability 35% 

Any interest generated by the 
dim is soon overcome by 

disappointment, 

testability 32% 

Limited locations and little to do 
make this a right little boredom 

generator 

Value For Money 29% 

For the same amount of money 
you can go and see the real thing 
andstill have enough change for 
a reasonable night out. 

Overall 32% 

The film is great, more than can 
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This disk based game from 
Anolasoft is a series of 
mini games, each with 
varying themes, that link toge- 
ther to form the plot for this 
Science Fiction arcade adven- 
ture. The galaxy providing the 
backdrop to all the goings on is 
ruled over by a particularly evil 
female called Alana who gains 
all her power from a semi- 
mystical amulet and she herself 
is defended by the fleets of star- 
fighters, armoured space sta- 
tions and the depths of space 
itself. 

The amulet is really the root of 
■all evil and this may only be 
destroyed by obtaining a special 
power rod and equal amounts of 
two rare elements, the combina- 
tion of which will solve all the 
galaxy's problems until the next 
major crisis evolves. Just look- 
ing for these elements is a big 
enough search on its own but 
there is more. Negotiating stars 
in hyperspace, asteroids and 
enemy vessels in normal space 
are only three of the many haz- 



ards that constantly dog your 
progress. 

The game is sold in Ariola- 
soft's standard disk sized, gate- 
fold sleeve packaging, on which 
the instructions, history and 
cryptic clues are printed. As the 
game is loading, a map of the 
galaxy is displayed across the 
screen. The game is in four warp 
stages, any of which are acces- 
sable from the very beginning. 
However, without the correct 
password to enter a particular 
section of the jjame. play is likely 
to be very difficult. What's more, 
all four sections of the game 
must be thoroughly explored 
before it can be successfully 
completed. Lastly, because of 
the size of each section, they are 
loaded and stored separately. 
Sections one and two being on 
the first side of the disk; three 
and fou r on the other . 

The first section of the game 
takes place in metaspace. As 
your ship travels on its course 
through the galaxy, it must 
negotiate Red Giants and Blue 




Dwarves. Hitting either of these 
destroys the ship unless the 
energy shield is activated (and 
this may only be put to limited 
use). Passing near to a Red Giant 
affects the amount of energy 
available whereas 81 ue Dwa rves 
have the same effect, but on 
time. It is random whether they 
affect these values positively or 
negatively. Time and energy are 
crucial factors in the game so it 
can pay to play dangerously at 
this stage. Gates into normal 
space appear frequently and if 
these are entered, metaspace is 
instantly left behind. 

Normal space has dangers ot 
its own. Apart from the a steroids 
which inevitably cross the ship's 
path from time to time, fighter 
wings will protect any starbase 
that may be present. As each 
wave of lighters is defeated, the 
space station becomes nearer. 
Eventually, it's possible to leave 
the ship and attempt entry into 
the enemy base. Even at this 
stage, defenses are operating 
and the astronaut's figure has to 
be carefully manipulated across 
the screen to avoid them. Once 
the ship has been entered, part 
of a puzzle must be worked out 
before you can leave. 

Occasionally, landing on 
small worlds is necessary in 



For the whole time I 
sat and played this 
game I waited for 
something good to 
happen. It didn't. 
The various sub- 
\games are all really 
dull, especially the 
Metaspace sequ 
ence which is really boring. I 
thought that the shoot em up 
part would be fun, but again it s 
really dull and goes on and on 
and on . . . The program is 
graphically and sonicafly inept, 

■with unimaginative, fat sprites 

and squarky sound effects. If 
you like this sort of game then 
you might just find some enjoy- 
ment somewhere, but I just 
found it highly monotonous. 



order to find the elements re- 
quired to power the proton lance 
required for Alana's destruction. 
This section is a lunar lander 
type game. Navigating the tun- 
nels leading down into the 
hearts of the worlds is a tricky 
job needing no mean amount of 
dexterity. 

Rather than have a number of 
lives dominating the game, 
there are various resources 
available. Energy and time are 
two of these. Unrepaired dam- 
age units also have a part to play 





s.m 



The game is far too 
much of a mish- 
mash for my tastes 

Some very clever 

parts of The game 

like the attacking 
fighter waves, the 
use of a scanner to 
magnify areas of 
the screen and controlling the 
astronaut across the outer wall 
of the station are alt lost rn 
otherwise clumsy and unimag- 
inative programming. The Meta- 
space section is monotonous 

and poorly implemented. And 
thank you very much but I've 
had enough of the lunar lander 
variants. If you don 't expect a lot 
from the graphics ana are pre- 
pared to put up with the dis- 
jointed 1 nature of play then per- 
severance may reward you with 
a reasonable adventure. Person- 
alty, I think despite the obvious 
effort put into the scope of the 
game, it has missed the mark by 
a long mile. 



in the game. When hits from 
enemy ship or asteroids create 
damage, the repair option may 
be implemented. A number of 
these repair points may be allo- 
cated to damage control but the 
supply is limited. Your ship has a 
crew of fifty men. some of whom 
will be sustained as casualties 
during combat. When any of 
these resources are drained, the 
game will have reached its end. 



Presentation 48% 

Neat packaging but not a lot 
else. 

Graphics 69% 

Some very nice touches but let 
down i n many areas by 
sloppiness. 

Sound 56% 

Reasonable music and effecls 
but nothing to make yom ears 
pop. 

Hookability30% 

Not a lot to grab your attention. 

Instability 67% 

If you do persevere, there's 
plenty to see and do. 

Value for money 50% 

Very much dependent on tastes 
Overall 52% 

Despite some very good points. 

the game appears muddied and 

coni rived- 
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THE F.ft. CUP FIHnL 



UEHUE- MEHBLEV STADIUM 



r ime-oo eo 

I VI KfOM 



0-0 SOUTHAMf'TOM 




ZZAPI's one and only football fan/hooligan, jana Rfggas takes a break from causing trouble 
on Shrewsbury Town's terraces and casts a beady eye over Virgin's latest f ooty simulation. 



FA CUP FOOTBALL 

Virgin, £7.95 cass, keys only 



mr, 



«'.•»'(#.- 



_ forHation tor your tea* 
(A) 4-4-2 
CII 4-3-3 
tCJ 4-2-4 



BIACKBURM 
BRIGHTON 



The conpiny which's arranging th« club's 
'UhMfr tour gots bankrupt hav»ri9 already 
• *h en a substantial deposit. 



Unlike most football simul- 
ations, FA Cup Footbalf 
concentrates solely on 
the prestigious footballing event 
of the year: the FA Cup. The 
game is a very simple one, 
ra>ther than choosing the players 
you want to field and worrying 
about transfers and the like 
FACF just asks the player(s) to 
choose the tactics of their teams 
(either attacking, defensive or 
balanced). 

Once loaded, the number of 
players (from 1 to 8) and their 
initials are typed in. The players 
can then select the eight teams 
they would like to manage from 
a pool of 124 (the players take 
turns in choosing). Every league 
team and all the good non- 
league teams are listed in the 
program, but if the local side 
doesn't appear then the name of 
one of the listed teams can al- 
ways be changed. By the way, 
don't expect any local team to 
do amazingly well — all the 
results are calculated on the 
ability of the teams in real life, 
and a changed name team is 
automatically given the ratings 
of a non- league side. So. when 
Liverpool do battle with the 
Ludlow Lethargies don't expect 
miracles! 

Once everyone has chosen 
their teams the FA Cup compe- 
tition can begin. The players can 
choose either to start from the 
first round (non-league and third 
and fourth division sides only} 
or from the third round (all 
league and non-league teams!, 
Either option leads to a cup 
draw, When this takes place two 
numbered balls spin onto the 
top of the screen, and the teams 
with the corresponding num- 
bers play against each other. 

The computer then goes thr- 
ough the matches one at a time, 
quickly flicking through com- 
puter vs computer matches, but 
stopping when a player's team 
crops up. Here the relevant 
player has to choose the tactics 
of his/her team, either attacking 



(4-2-4), defending (4-3-3) or 
balanced (4-3-3). Occasionally a 
newsflash crops up and is dis- 
played at the bottom of the 
screen. 

Once all the team's tactics 
have been decided then the 
matches commence. Eight mat- 
ches are shown at once, alth- 
ough the screen display can be 
cycled during play to show the 
other matches. A timer con- 
stantly ticks away throughout 
this period so the players know 
exactly how much match time 
has elapsed. All the scores 
constantly update themselves, 
so during this pan of the pro- 
gram the players just have to sit 
and bite their nails. 

The time goes pretty slowly, 
but it can be speeded up by 
holding the space bar down. 
Once the full ninety minutes 
have been played all the scores 
can be viewed, prior to the re- 
plays, which are played in the 
same manner as before . 

When the round has been fully 
completed the game reverts to 
the cup draw screen and the 
next round is compiled. As the 
rounds progress managerial 



When I first saw 

this I thought it was 

going to be another 
Football Manager, 
but it's not In fact 
it's a very simple 
simulation where 
all the player has to 

do is choose how 

they would like their team to 
play. There aren't many other 
things to vary the gameplay, 
apart from the odd newsflash or 
managerial decision, but it is still 
fun to pfay especially with a load 
of friends. The asking price is a 
bit steep, since it's more of a 
party game than a singfe player 
one. Personally I think Football 
Manage r is still the best of the 
football simulations (in terms of 
strategy/, perhaps this is the one 
for the youngsters or computer 
novrces? 





problems become more appar- 
ent. The tactics chosen for teams 
can be changed at half time and 
at semi-final and final levels at 
quarter time. Substitutes are 
also introduced, and the player 
is given the option to field them. 

Starting at round five are 
questions which try to test a 
player's managerial experience. 
For example a star players could 
ask for an immediate transfer. 
What happens? The player has 
to choose what he thinks is the 
right decision from the three 
options provided. As the players 
approach the cup final increas- 
ing numbers of questions are 
asked, and if a wrong decision is 
made it can effect the outcome 
of the match. 

When the final occurs match 
updates, state of pitch, players 
etc are constantly printed out so 
the players know exactly what's 
going on. The winner of the 
match is printed u p on-screen in 




porky fat letters, and the border 
flashes until somebody presses 
a key, whereupon the program 
resumes to its post-loading title 
screen. 



Presentation 7*% 

Attractive screen layout and 
informative instructions. 

Authenticity 93% 

Very realistic results, just like a 
true FA cup competition. 

Payability 78% 

The game is rather simple, but 
still enjoyable to play. 

Value For Money 70% 

Perhaps the asking price is over 
the top for what it has to offer. 

Overall 71% 

One for the kiddies/ parties 
perhaps? 




f^if^EBtr^d 



CG.Kf 
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THE ADVENTURES OF 
BOND . . . BASILDON BOND 



Probe Software, £9.95 cass, joystick only 




UAKIS PARftSKEUft 



0:10:26 
0000000 

ATCHED 00 



iill 



That wacky, zany, way out, 
'oh what an atmosphere' 
guy Russ Abbot is now a 
member of that inumerable 
band of television personalities 
who have metamorphosed into 
the binary medium. And who 
has he got to thank? Probe Soft- 
ware, that's who. The game re- 
volves around Russ Abbot's 
wacky, zany character Basildon 
Bond from the Russ Abbot Mad- 
house. Poor old wacky Basildon 
has to recover a set of zany 
secret codes. His boss 'P' (re- 
named 'B' to confuse the KGP 
(Ha! Ha! I think I'm going to wet 



If Basildon is look- 
ing for the oldest 
and worst jokes in 
the industry why 
a doesn't he just take 




a quick scan thr- 
lis script. I'm 
Dut even tak- 
ing Basildon Bond 
as a simple arcade adventure it 
compares very badly with the 
competition. The graphics are 



>ough his script. I'm 
sorry, but even tak- 
Basi 



thii 



ridiculous. Soundwise tilings 
aren't very much better than on 
the graphics front — a grating 
tune with even more irritating 
sound effects. Why the industry 
can't face up to the fact that 
programs based on licenced 
characters can't and don't work, 
I don't know. 



myself)) has given Basildon his 
orders and the codes must ret- 
rieved within five hours or . . . 
Well the scenario doesn't really 
detail 'or'. To aid you on your 

Juest, both the wacky, zany 
ooperman and the wacky, and 
even more zany, Blunderwoman 
are present. 

To unlock the codes, Basildon 
must piece togeth er some of the 
worst and oldest jokes in the 
business. These are hidden in 
various rooms within a televi- 
sion studio and once a complete 
joke is pieced together, it must 
be logged into the main com- 
puter. It's not that easy though 
— where would the zany fun be 
if it was? To use certain objects, 
for example the computer, cer- 
tain other artifacts must be 
found first. 

As you've most probably gue- 
ssed, this is an arcade advent- 
ure. As in any good aardvark, 
there are baddies out to get you. 
The baddies after Basildon are 
just as wacky and zany as he is — 
they're TV cameras. If one 
bumps into the super secret 
agent, then a big slice of time is 
lost from the countdown. 

There are two sections to the 
main viewing screen: a top 
window showing Basildon's 
current position and a lower 
status screen detailing any ob- 
jects carried. Only one object 
can be carried at a time, making 
the overall solution very comp- 




The chunky graph- 
ics and naff sound 
put me off initially, 
but I persevered to 
see if the actual 

B9me was any cop. 
nfortunately it 
isn't I enjoy arcade 
adventures and al 
though this is an unusual varia- 
tion on the theme, I didn't find it 
interesting to play at all. The 
pace is too slow for my liking 
and there isn't a great deal to do 
when it boils down to it. I'm not 
overly keen on Russ Abbot's 
television show, but I would 
rather watch that than play the 
game. 



lex indeed. To travel between 
different screens, Basildon must 
be guided through one of the 
doors in view. The next room 
then flicks onto the screen. 

Basildon is quite a versatile 
chap and takes his orders from 
the joystick, should tt be conn- 
ected. Left and right, predictably 
enough, move him left and right- 
To move up and down the many 
stairways about the place you 
have to use the diagonals, the 
fire button has a special funct- 
ion, in that it calls up Cooperman 
for help. Good old Cooperman 
flies from right to left across the 
screen and can be moved up or 
down with the joystick. Any 




BdSildon Bond is a 
pretty boring arc- 
ade adven ture, 
which doesn't 

seem to have any 
relevance to the TV 
show. The graphics 
are very basic, with 
biocky sprites wob 
blmg around the screen, The 
sound /sn't much better and the 
gameptay is about the same 
standard as the graphics. What 

results is a sub standard game 
which J couldn't realty recom- 
mend to anybody apart from a 
really desperate arcade 

adventurer. 



baddies are instantly converted 
to a wash of pixels when Coo- 
perman zooms over them. This 
allows wacky Bas to progress 
past previously unexplored 
ground, but the trouble is that 
upon re — entering the room, the 
formerly mashed nasty returns. 
Cooperman can only be used 
ten times and one call out of ten 
summons up Blunderwoman, 
who usually causes more dam- 
age than good. , 

Death is dealt out when Coo- 
perrnan's time is up, though it 
will take rather a lot of doing 
with the five hours supplied. 



Presentation 45% 

Quite unexceptional really, 
nothing of note, good or bad. 

Graphics 38% 

Spt ites made from Lego seem to 
be the order of the day 

Sound 39% 

Nothing noticably outstanding 

at all. 

Hookablllty43% 

Unless you live, breath and eat 
arcade adventures, and they are 
your only joy in life, you won't 
be very hooked . . . 

Instability 42% 

. or even too fussed about 
playing it for any amount of 
time. 

Value For Money 37% 

A below average game for an 
above average price, 

Overall 43% 

Not the best arcade adventu re in 
the world, but certainly not the 
worst. 



34 ZZAPI64 April 1986 



30 great games from leading software houses including Quicksilva, Bug Byte,Mind 
Games, ktfhlorien, Argus Press Software, Taskset, New Generation and Terminal. 




Argus Press Software Ltd., Liberty House, 
222 Regent Street, 

London WiR 7DB 
Telephone 01-439 0666 
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With over lour years experience ol providing practical software solutions for business and home applications. Gem mi have put together a 
S eiectedrar>geotfamovstittesfortheCommo<hre64and12 These super value packs 

contain a/1 the senous application software you 're ever litely to neeo 1 for your CBM, from word processing and database management to 
a complete professional business accounting system. Gemini 's 'OFFICE MATE' and 'OFFICE MASTER ' are here now - 
put that computer to workf 



4&> 



V* 



rfp 




& 



Word Processor 

f fyrty-faatured word processor program wrth text lormanirxj- 
nojrrt (ustrhcabon - adjustable page length - text centering - 
output ol all o* part of text to printer - selective saving • Ale 
concatenation ■ Otoe* move - blot* delete ■ reverse print • 
grapriespnnl-o^blewiCiTipnnl-sorlirio -left and ngjW 
margin selectable - word court ■ search and replace 



Database 

Superior Me manag erneffl system with features found only 
with pacfcep as coaHr*j much, much more. Completely user* 
detinaole data entry format • colours definable - advanced 
mathematics using built-in macrxne code eipress»on 
evaiualof ■ last sort on numeric and string fields - extensive 
searching with wild card' capability - user- definable data 
summaries- 5»hP*e on-screen edi&ng, A 'tatty powerful 



Mailing Usl 
This program will enable you to keep a record of names and 
addressee end than print. e«amme, sort and find them, all with 
spec-ai serecoon techniques Featuring the famous Gemn 
search -key system, you have the option ot creating your own 
dedicated coding routines lor each name on the He. 
For example, on most man systems you are only given the 
standard headings sucn as name steel, town, county. «c 
but with out system* you could for example find all companies 

ustM mat nave a turnover m excess of a oedam figure or all 

subscribers who are oehxnd with the* subscnotlons. or all 
oeop^eligiUeiwaChhstmascvdltksysari AJull range of 
utilities is callable from the menu including, ofcou'se. label 
printing 



Horn* Account* 

Dasigrvad es a complete nomeaccounftng package, this 
program allows the user to Bat up and maintain a budget to' 
terns c* household expenditure and compare actual with 
budget either numerical*. 01 «rth the a<d ol chart graphics 
A complete bank account routine is included, together wen 
standard expenditure casegor-es which may be changed to 
ML 



• Word Processor • Home Accounts 

• Database • Extensive 

• Mailing List 



Documentation 



OFFICE MATE £12 Cassette 
or 1541 Disk £15 



Step up to OFFICE MATE and save money! Usual price Individually £79.80 



• Database • Mai fist • Word Processor 

• Cash Book ♦ Final Accounts •VAT File 



• Stock Control 
Full Documentation 



Database. Mailist and Word Processor as 'Office Mate ' PLUS: 
Cash Book I Final Accounts / VA T File. 

Gemini's legendary cast) book system for the CBM is a complete Stand-alone accounting 
software package, already In extensive use by both accountants and their dients 




General System Overview 

The Gemvni cash book packag e tor the Co*nmodore 6*^28 

microcomputer is desrgned lor a hardware system 

consisting ot: 

1 Commodore 64/128 micmoirnpirter 

2. 80 column pnnte* 

3 Cassette or rKk data storage 

Please note that running the program on oHk will not change 

the way that !he program works, but you will have the benefit 

ort 1 ir grater speed ana re*ap*ry (or the loading and saving or 

ft lee that a dksk system provides 

Tnere a a loU ol 1 99 normal accounts, a irvgenumoetol 

whx*rnayr*deftnedbytheuaer You may have up to four 
CMh central accounts, su bank control accounts, one Mies 
ledge' and one purchase ledger control account 
The program will store a data We consisting 0* 

1. The account titles 

2. Thacunent cumulative balance on each account 
{debt c- credit.). 

3 The net movement on each account tor every month of 
me year 



4. VAT net sales and net payments figures, which are 

automatically creeled and maintained by me program . 
Tins same data Me a used try the final ACCOUNTS 
program The'VATFiiE'w*^actompaniesihepackagers 
designed primarily lor those users on the Retailers special 
VAT schemes 

The mam feature-tot me CASH BOOK prjgramaraasruiows: 

1 Double entry routines 'or transactions through the 
cash/bank accounts and saies'purchase ledger control 
accounts 

2 Journal facility lor the initial set up of accounts, or tor 
adaiStrrienls id any of the accounts 

3 The facility to produce Ova following screened o* printed 
reports 

(a) Listing o' all the nonwia* account lines 
|b) Monthly transaction summaries 

(c) A tnal balance whenever required 

(d) Screen VAT memo account balances (salesjnerl 
purchases, and VAT accounts i 

(e| A batch prmtmg facility which provides detaas of all the 
transactions, ente*ed wi the current run of the prop/am 



4 The taouty lo extract regular management information 
such as cash/bank balances, debtors and creditors, mum 
overheads, etc 

5 The program interfaces with ihe Gemini FINAL - 
ACCOUNTS program to enable Trading and Protrt and 
loss accounts and Balance Sheet to be produced 

wheTieverrequBec) Comparative or buOXjrjttigurw 

shown atongstoe the actual figures u*ng Bus program 

6 Screen prompts throughout microgram to tacllrrateeist 
of use 

7 Storageot VAT information lo assist «■ the preparation of 
penodc VAT letums 

8 Error trapping routines to minimise input errors 

9 Trwfaciiilytoruir»jlew!irwicialijaiiseaion50t50*e 
traders, partnerships, limited companies, clubs, etc 

Users rerjsteted lor VAT are remndad thai it s a statu lory 

requirement to oform mew local VAT omce when they change 
nsetr accounting records on to a new rxmpuWrised accounting 
system 



OFFICE 
MASTER 

£25 
Cassette 

or 194 1 Disk 



Outers please note that Office Mate' and 'Office Master' 
now available also on BBC, Electron, and Spectrum. 




Sole distributors to the trade: 

Centre5oft Ltd. ™. 021-3593020 



Gemini 



Gem-nt Marketing Limited. Gemmi Houte'. 
Oman Way Trading Estate Exrmoulh. EXU *RS 



P'easesendma. 



,CBM6*M28 0»Sce Mate packs r,. C12 (Dak CIS) 



Please tend me C8M64'»28 Office Master pacha w C25 

Cassette ■' Dis* (please delete as necessary) 

Cheque-' P O s enclosed to value C ^___ 

or please debit my 

Access'Amex No _ 



i 



Name 



Aodiees. 



24 HOUR CREDIT CARD 

MOT LINE 
(0395) 265165 (4 Unas) 



SeS^Wturi 




I Trade and oversea* enquiries welcome. 1 




Melbourne House, £9.95 cass, joystick or keys 




Mick Molotov about to slam Redneck McCoy into the canvas 



From the authors of the best 
selling martial arts simula- 
tion. Way of the Exploding 
Fist, comes an alternative com- 
puter sport — wrestling, in the 
form of Rock 'n' Wrestle. As 
grapple supremo Gorgeous 
Greg (is this an ego trip for the 



What a disappoint- 
ment! After the ex- 
cellent Exploding 
Fist / expected 
gnat things of this, 
but no! The graph- 
Jcs are awful and 
the gameplay inc- 
ongruous and con 
fused. When playing it's possi- 
ble to Mick your opponent in the 
nether regions until he has no 
energy at all, but when you go to 
grapple some sort of divine 

intervention gives him enough 
strength to pick you up and hurl 
you across the ring making the 
energy bars point/ess. Still this 
could be considered authentic, 
since it seams to happen just like 
that in the so-called real thing! 
The graphics are very blocky 
indeed and the 'speech' tshcha, 
shchoo, shchii) garbled end 
uninteJIigibte. 7he potential for a 
really good game is here, but 
unfortunately it just hasn 't been 
realised. 




main programmer Gregg Bar- 
nett or the graphics designer 
Greg Holland, one wonders?), 
you must battle your way past 
nine hardened opponents, each 
with their own distinctive style, 
to become champion of the 
world. Or, if the mood takes you, 
there is a two player option so 
you can grapple with a friend. 

There are 24 different wrestl- 
ing manoeuvres at your dis- 
posal and all are accessable 
from a single joystick (or set of 
keys if you're so inclined), al- 
though only four moves are 
available at any time, depending 
upon the situation. For example, 
at the beginning of a bout you 
can't do anything other than 
'soften up' your opponent by 
either grabbing, kneeing, kick- 
ing or 'punching' him. 

You start with a limited 
amount of energy (represented 
by a bar at The bottom of the 





Despite consistent- 
ly being told other- 
wise by numerous 
months of Mel- 
bourne House 
hype, Rock and 
'Wrestle is not part- 
icularly good. Cer- 
tainly not what 
you'd expect from the program- 
mer of Exploding Fist. The 
whole thing just looks so cheap 
and unprofessional. Graphically 
it is primitive to say the least and 
is severely retarded in the ani- 
mation department The charac- 
ters lurch about the ring unreat- 
istically with seemingly no 
knowledge of inertia of mom- 
entum. Though not ffickery, 
progression between different 
frames of animation is anything 
but fluid. Different wrestlers 
merely have different heads and 
different shades of leotard. 
Neither do they act differently 

when fighting and one oppon- 
ent seems very like any other. 
The graphics are bad but the 
sound is wo rse. When out for the 
count the referee's digitised 
voice sounds unlike anything 
human. Admittedly there is 
some initial appeal once you 
start to play, but this soon fades. 
J would say don't buy it but it's 
only fair to let you find out for 
yourselves. 




I wouldn't have 
thought that wrest- 
ling is a spoh 
which could possi 
bly be reproduced 
*«*r**^^ effectively or even 
Hfes^p sufficiently on a 
^tm^ home computer. 
Rock V Wrestle 
illustrates the point perfectly — 
it can 't be done. While the idea is 
certainty a novel one, it hasn't 
auite come off and the end result 
leaves a lot to be desired. Gra- 
phically Rock V Wrestle is poor 
— the sprites are crude in both 
their definition and animation. 
The tune played throughout the 
game is the sonic equivalent of 
the graphics, ie awful and the 

sound effects are even worse. 
Rock V Wrestle is quite simply a 
poor excuse for a sports simu- 
lation and little else- 



screen), as does your opponent, 
and this decreases with every 
assault. Once you've got your 
man firmly within your grasp he 
can be headbutted, lifted (ener- 
gy permitting) and eventually 
picked up and thrown about the 
ring. Then, when he is suffici- 
ently stunned, you can jump on 
him and attempt to pin him to 
floor for 3 seconds, success 
resulting in a win and a con- 
frontation with the next, tougher 
opponent. However, when you 
find yourself in a similar, un- 
compromising position then a 
quick spurt of furious joystick 
igglmg is required to break the 



li 



Presentation 84% 

Comprehensive instructions, 

adequate attract mode and 
many options. 

Graphics 42% 

Porky, blocky, poorly animated 
sprites and little else- 
Sound 65% 

Boppy background music isn't 
outstanding and spot effects are 
crude. 

Hookablllty60% 

We all found ourselves quite 
excited for a few minutes 
despite the immediate impact of 
the graphics. 

Instability 51% 
Just not gripping enough, 
despite the large variety of 
moves and opponents. 

Value For Money 46% 

It s quite a high price for a 
disappointing game. 

Overall 53% 

A hard idea to put on a 
compu ter, possibly a worth y try, 
but the potential hasn't quite 
been realised. 
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Way out in the uncharted 
depths of the universe 
lies a remote planet, its 
SDpulace terrorised and terrified 
/ a huge tyrannical computer. 
Built to govern, it turned rene- 
gade and used its creators as 
pawns in its own diabolical 
chess game. As you can imag- 
ine, everyone became pretty 
cheesed off and it was univers- 
ally decided that it was time for 
revolution. So, apian was drawn 
up to destroy the computer. 

Over the following months 
components were stolen from a 
robot assembly line and a little 
android, a robot seeker, was 
developed specifically to enter 
and shut down the computer. 
This is where you come in . Play- 
ing the part of the robot seeker 
you have to complete the mon- 
umental task laid down and save 
the planet. 

The computer network is split 
into three sections: the area just 
under the surface of the huge 
complex of caves, the middle 
section being the machinery 
part and the bottom of the com- 
plex consisting of machinery 
and the computer itself The 
three sections each have 14 
levels, making 42 levels in all. 

The journey to the heart of the 
computer is a tricky one and the 
computer's automatic defence 
system, robot guards and pho- 
ton thrusters try to thwart pro- 



gress whenever they can. Pho- 
ton thrusters open and shut 
quickly, forcing the robot seeker 
to stealthily dodge through 
them. If they close upon the poor 
droid the game ends and the 
computer continues its macarbe 
game. 

Rather than having 'lives' the 
robot seeker has PSYCHE, a life 
force shown on-screen which 
constantly ticks away during the 



Although this enor- 
mous arcade ad- 
venture contains 
over 1.000 screens, 
each of the three 
sections consist of 
screens which look 
very much alike. 
There's not much 
action either, apart from shoot- 
ing the nasties (which again 
aren't very varied) and that 
becomes dull after a short per- 
iod of time. The puzzles in the 
game aren 't particularly exciting 
and only involve picking up one 
object and dropping it in the 
right place. The graphics are 
rather dull and the tune Is short 
and again repetitive, ft could 
well appeal to arcade adven- 
turers who like their action at a 
leisurely pace, but it's not the 
sort of game I could heartily 
recommend. 





Nooterraqueous 
doesn't look much 
at all and on play- 
ing it turns out that 
it isn't Big is often 
beautiful but in this 
case it 's just plain 
dull. The thousand 
screens are all very 
much the same and there's not a 
great deal of variety in game- 
play. I found NonterraqueOuS 
uninteresting to play and have 
certainly seen better releases 
from Mastertronic. 



game. Even the slightest touch 
from the computer's minions 
seriously depletes this supply, 
but luckily there are rooms 
within the computer complex 
where psyche can be 
replenished. 

The robot seeker has two 
modes of operation: sphere 
mode, when it fires bullets to 
defend itself and defenceless 
mode when it is able to travel 
unharmed through the acid rain- 
drops that fall from the ceiling in 
some locations. Changing from 
one mode to the other is do ne by 
using SWAP boxes which are 
scattered throughout the com- 
puter system. 

To stop an intruder's progress 
the computer has put up ba rriers 
which are removed by dropping 






bombs on them. 
When you find a bomb, 
pressing the space bar 
adds it to your supply and pi 
ing the D key drops it. There are 
other hazards too, like the gas 
chambers which are passed 
only by using a rocket, but the 
fuel has to be found first. .. 

Nonterraqueous has over 
1.000 screens which 'flick' as 
you move from location to loca- 
tion, so quite a bit of exploration 
is needed before the game can 
be solved. There's no score 
given, but at the end of a game 
you are given an overall game 
completion percentage so you 
can gauge how well you d id. 



Nonterraqueous 
boils down to be- 
ing a very plain 
arcade adventure. 
The puzzles aren't 
particularly diffi- 
cult to solve and 
every screen seem- 
ed the same as the 
previous one, making It alt seem 
rather boring. Shooting the 
baddies is the most enthralling 
part and even this is much too 
easy. The game has quite a few 
niggly points too, such as being 
able to put it into lower case 
which mucks it up completely. 
The most pleasing part of Non- 
terraqueous is the very jolty tune 

that plays through the game, 

although it does tend to get a bit 

repetitive after a while. Some 
gamers may find Nonterra- 
queous fun, but I regard it as a 
very a verage cheapo game. 



Presentation 55% 

Unmformative instructions and 
no game options 

Graphics 36% 

Repel itive screens, and rather 
dull sprites 

Sound 59% 

Short, repetitive tune 

Hookabflity52% 

The simple puzzles makes the 
game easy to get into 

Instability 41% 

... but it's allrather samev 

Value For Money 56% 

A big game for a smatTprice 

Overall 48% 

. but the screens are all very 
similar and the game is just 
average, 
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Your Speclrum. November 1985 
. one of the most sophisticated games the Spectrum has ever seen. 

" . . . one ol the ten best programs ever made lor Ihe Spectrum." 

Popular Computing Weekly. October 1985 

" . . the best arcade adventure of the year," 

Your Spectrum. November 1985 
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KILLERS TO BE WON 




COMP 




GET INTO A LITTLE 

SPRITRICIDE WITH 



techno-export 



GAME KILLER 



SggSKssfflssK 





Help us 
help you 
and you 

could pick up 
£100 of 

, goodies! 



(ft) 




It's Questionnaire time again folksl The 
ZZAP! event in which we ask you for your 
opinions on the magazine has come round 
again. The answers you gave us to the 
questions we asked in earlier ZZAPTION- 
NAIREs proved enormously useful in 
keeping ZZAP! the way you like it. 

This year, apart from the usual mix of 
questions about ZZAPI, we've asked YOU 
a few more questions. If you don't mind 
answering them, then your responses 
would be very helpful to us in getting to 
know you better. But if you'd rather keep a 
few secrets, we won't be offended I 

tt's vital that as many readers as poss- 
ible return ZZAFTIONNAIRE forms — if 
you don't want to lop the page out of your 
,copy of the magazine, a photocopy will do 
fine, and written answers will be ofcay too, 
'so long as you copy out the format of the 
questions accu rately. 

As usual, we're going to put all the 
completed forms in a giant cardboard box 
and this year we will draw out ten winners, 
first Prize winner will collect £60 of soft- 
ware of his or her choice, a jog suit, a 
ZZAP! Sweatshirt, a ZZAP! hat and a 
twelve month subscription to the maga- 
zine. A good E100 worth of goodiesl Four 
runners up will collect a twelve month 
subscription, f 12 worth of software and a 
ZZAPI T-shirt and hat. Five more 



ZZAPTIONNAIRE-replying persons 
collect their very own T- shirt. 

You've got about a month to put your 
thinking cap on fit could soon be replaced 
by a ZZAPI Cap!): sharpen your biro and 
fill in your answers. Send the form to 
ZZAP! 64 QUESTIONS, PO BOX 10, 
LUDLOW, SHROPSHIRE, SY8 1DB to 
arrive by 1st May at the very, very latest. 
We really will publish the results this time 
in the Jury issue, with luck and a following 
wind. 

Thank you ! 



NAME 




POSTCODE 



T Shirt Size (S,M or L) 
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SECTION ONE: ABOUT ZZAP! 64 



1} Since May last year, how many of the 
last ten issues have you bought? 

LESSTHAN3 [ 



8) Is the current rating system 

Good 

Average 

Bad 

(Tick one) „ 



E) Other than home computing, what 
hobbies/interests you you have? 



2) On average, how many other people 
read your copy of ZZAP? 



3) rl you get ZZAP! regularly, how do you 

buy it? 

{Trek one Box) 




9-) How often do you agree with the 

ratings? 

Always 

Quite often 

Occasionally 

Never 

(Tick one) 



1 0) When you buy games, do you decide 
what to buy after reading the review in 
ZZAP!: 



F) Apart from ZZAP!, what else do you 
read? Please list titles : 

MAGAZINES 



By subscription 

Reserved or delivered by newsagent □ Every time 

Over the counter Quite often □ 

Now and then 

4) In order of preference, which other Never 
computer titles you you buy? 

Ill The ZZAP! reviews. 
Commodore User □ Please tick the boxes if you think things 

Your Commodore LJ are okay as they are, or write an M for 

Popular Computing World □ more, L for less if you'd like changes 

Commodore Horizons I— J 

Commodore Computing International I— i Detail 

Computer and Video Games I — I No of screen shots LJ 
Computer Gamer D Amount of reviewers opinion D NEWSPAPERS 
Popular Computing Weekly l_l Length D 
Other { please specify below) L_l jj 

12) If it was up to you, how would you 

improve the rating system? I , 

|HBiMBi™*^J 

5) Do you intend buying another G) How often do you listen to commercial 
computer in the next six months? radio stations? 

(YorN) D 

! Allthetime □ 

6) Please g rve marks out of ten fo r each of Regularly □ 
the following features in ZZAPI Sometimes □ 

DD ■ Never D 

do 
an 



Advertisements 

Arcade game reviews 

Competitions 

Compunet pages 

Editorial page(s) 

General articles 

Hardware articles 

News Flash 

Playing Tips 

Programmer/Company profiles 

Previews 

Readers' Top 30 chart 

Scorelord 

Shadow Spiel 

Terminal Man 

White Wizard 

Zzapback 

ZZAP! Challenge 

ZZAP! Rrap 

ZZAP! Strategy 



7) List any other features you 'd like to 
in ZZAPI; 



SECTION TWO 
ABOUT YOU 



Please list the stations you listen to: 



A) Are you 



Male 
Female 




B) How old are you? 




uu 


C) Are you following, or have 


you 




followed any of these courses 


of study? 


CSE 




□ 


GCE Level 




u 


GCEALeve-l 




u 


GCSE 




u 


Degree/Technical Certificate 




D 


School leaving certificate 




a 



H) Which of the following do you drink 
regularly? 
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D) How much pocket money do you spend 
a week? 



Up to £1 
£1— £2 

£2— £5 
£5— £10 
Over £10 

(Tick one) 




I) Do you holiday abroad? 




D 
□ 
D 
□ 



A SUPER PRANG, WHAT! 




PREVIEW 



At the editor's command, JOHN MiNSON exchanges 
his Hawaiian floral shirts for goggles, flying helmet 
and jacket and attends a preview of the new film 
BIGGLES, to see how Mirrorsoft are turning it into a 

game. 



A West End preview theatre is a 
pleasant contra st to a cold, 
cramped and uncomfortable 
local cinema. There's leg room, 
a large screen, good sound and 
no boring adverts or tra ilers. The 
only thing that was missing was 
popcorn. And the reason we 
were all gathered there, other 
than to see a movie that's not 
released until 22nd May, was 
that those clever people at 
Mirrorsoft saw natural 
computer game potential and 
bought up the rights. So down 
with the lights, on vifth the 
review ana rem ember whe re 
you read it first! 

Hang on a minute! The New 
York skyline, electro music with 
a disco beat and tnetrffes spelt 
out i n sci-fi blue lightning — are 

£3u sure this is the same 
iggles? James Bigglesworth — 
World War I British "flying ace 
and all round good guy; hero of 
of 97 books; a legend! Well, yes, 
and the credits say that it's 
based on the characters created 
by Capt WE Joh ns, which is film- 
talk for taking diabolical liberties 
with a much loved classic to 
make it more acceptable to a 
modern audience. And to make 
sure it sells on the other side of 
the Atlantic you add an 
American hero. But let's get 
down to the story. 

Jim Ferguson, clean cut 
American boy, is partner in a fast 
food firm. With a major 
presentation to potential buyers 
the next day , he's in no mood for 
the eccentric old man who rings 
his doorbell one evening and 
asks if something strange has 
happened. When Jim sends him 
packing, he mutters that he was 
sure it should have happened by 
now. Jim shuts the door. Almost 
immediately arcs of blue 
lightning flash around him and 
he's standing in the muddy hell 
that was France, 1917, a biplane 
swooping over his head. 

The plane crashes and Jim 
answers the pilot'scries for help 
to cut him free. It is, of course, 
Bigg les, who was on a secret 
mission to gain photographs of 
a new German secret weapon. 
But the weapon was turned on 
him, causing the plane to go out 
of control, and before he can 
retrieve the camera there is a 
I huge explosion. Just as 
suddenly, Jim is back in today. 

The next day, at the 
presentation, Jim has a Imost 
put the strange hallucination out 
of his mind when the old man 
reappea rs and hands Jim a card. 
Jim's too busy to do anything 
about it then, but minutes later 
he can't help himself as the 
lightning flashes again and in 



front of an amazed audience he 
vanishes. 

Back in 1917, and reunited 
with Biggies, he helps him fly 
another mission to get proof of 
the weapon. They succeed, but 
on the return are locked in a 

frantic dogfight through the 

forestsof France with Colonel 
von Stalhein. When von JjL 
Stalhein flies off Jim thinks they 
are safe, but once again the 
weapon is turned on them. 
Biggies manages to outfly its 
deadly pulsing blast and hands 
Jim the photographic plate for 
safe keeping, just before the 
young American tscatapulted 
back through time. If the 
business people were am azed 
by his disappearance, they're 
doubly shocked by his 
reappears nee, muddy and battle 
scarred. ^^F 

Jim runs. He must take the 
first flight to London, to la 
Tower Bridge, the address on 
the old man's card. He is 
expected and the man is none 
other than Colonel Raymond. 
Biggies' otd commanding 
officer. 

Jim is now ready to acceptthe 
Colonel's tale of time warps and 
the bond that makes him and 
Biggies 'time twins'. Whenever 
one or the other is in mortal 
danger they will fall through a 
hole in the fabric of time, to 
come to the other's aid. If Jim 
does not help Biggies then the 
course of the war will be very 
different; the Germans will 

Eerfect their death ray. So Jim is 
Doked into a neighbouring 
hotel, to wait for the next time 
slip. 

Meanwhile, Jim's g irlfriend, 
Debbie, and fat, jelly-bean 
munching business partner, 
Chuck, are hot in pursuit of their 
friend who, to put it mildly, they 
think must have gone rou nd the 
twist. But before they can arrive 
at the hotel. Jim is snatched 
from his bath and dumped into 
the middle of a convent, clad in 
only a towell There he 
encounters Biggies' three 
chums and flying companions, 
Algy, Bertie and Ginger. Having 
been clad i n a spare habit, Jim is 
able to prove his worth once 
again, but his reappearance in 
his hotel d ressed as a nun, just 
as Debbie and Chuck crash 
through the door, does little to 
convince them of his sanity. 

The pace hots up. Chuck calls 
for the Police who literally lay 
siegeto the hotel when they see 
Jim's gun. But Debbie stays by 
his side— too close, in fact, as 
she is carried back throug h time 
with him. The weapon, a sonic 
device, is located and a fight 



through a cave system ensues. 
Then it's time to turn the tables 
and transport Biggies to the 
present and the middle of a 
major police alert. But using 
cunning, ourtwo heroes 
succeed in capturing a police 
helicopter. Could it bethat flying 
it back through time will give 
them the-fldvantage they need 
to destroy th e weapon? 

You'll have to see the filmto 
answerthatone, anddespitemy 
feelings that it would have been 
far better if they'd stuck to the 
original books and not tried to 
do a 'Back to the Future' job on 
them, it's undeniably fun, with 
lots of tongue in cheek humour. 
Neil Dickson, in the tit it; role, is 
excellent, with an upper lip so 
stiff it almost cracks when he 
smiles, and his trio of chums, 
played by James Saxon, 
Michael Siberry and Daniel 
Flynn provide nice support. Alex 
Hyde White as Jim is energetic 
and manages to minimise much 
of the culture shock that comes 
from seeing a Ya nk in such a true 
Brit situation. 

The other way of answering 
the question of Biggies' success 
is to take a hand in it yourself via 
the reason we were there — the 
game. This comes in two parts, 




the first being the initial dogfight 
with von Stalhein, the pursuit 
through the caves and the 
rooftop chase in modern day 
London. Though none of these 
sections was completed at the 
time of the preview, they'lf all 
call for different arcade skills 
and looked good from the. 
screens I saw. Succeed in these 
and you'll have a chance to fly 
the police chopper and take on 
the deadly sonicweapon itself in 
a cockpit view game. 

In fact, because of a neat time 
warp negotiated by Mirrorsoft. 
you II have a chance to do all of 
these things even before Biggies 
does, because Biggies the game 
will be available on the 1st May, 
three weeks before Biggies the 
film receives its Royal Premiere. 
It will cost £9.95 on cassette and 
£12.95 on disk — a small price to 
pay to save the world from those 
fiendish sausage munchers. 
So there I was, sitting happily at 
home, when the call came 
through. 'H i John. Roger here. 
Got a bit of a problem. Want you 
to scout around. See if you can 
find Biggies for us.* 



"tfaiit. 






^ 



* 



Z2API64 April 1986 43 




Due from Robtek in the 
very near future is a pro- 
duct of quite clever orig 
inality. It'scalled the Game Kitler 
and, as the astute reader may 
already have guessed, it kills 
games. A Kittle explanation may 
well be in order. Most progs on 
the Commodore 64 use the 
special facility of sprites provid- 
ed by the VIC II chip, sprites are 
mainly used for mobile objects 
in the playing screen. The VIC II 
chip is a clever old stick when it 
comes to handling sprites and 
can even detect when different 
sprites hit or if a sprite collides 
into a bit of background. If 
you're writing a game this is 
most handy, you can see if a 
spaceship has crashed into an 
alien, if a missile has hit true or 
Pacman has trundled into a 
ghost. 

Game Killer is a cartridge and 
once installed it allows the user 
to electronically poke VIC in the 
eye and blind it from seeing any 
sprite-to-sprite or sprite-to- 
background collisions. So when 
a game program says to VIC 'Oi, 
has the player coll ided with any- 
thing?' the VIC II says 'uh . . . um . 
. .NO' because it can't see. The 
potential is quite large because 
with most commercial software 
Game Kilier means you can 
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cheat, and cheat to very good 
effect. 

Using Game Killer is really 
quite easy peasy. Powering up 
with the cartridge in-port, a title 
screen, replete with Rob Hub- 
bard soundtrack, pops into view. 
This is just to let you know it's 
there. Tapping the space bar 
brings back the old familiar 64 
blue on blue start up screen and 
now you load in the game you 
want murdered as per normal. 
Once in and running, the game 
to be terminated with extreme 
prejudice is ^zapped once your 
finger finds the small reset but- 
ton on the side of the cartridge. 
There are four different modes 
of operation: 1fr Just push the 
button and the sprite-to-sprite 
and sprite-to-background collis- 
ions are disabled; 2) Press the 
button with joystick pushed for- 
wards and only sprite-to-sprite 
collisions are ignored; 3| With 
the joystick pulled back Game 
Killer disables sprite-to-back- 
ground contacts; and finally 4| 
Pushing the button with fire held 
down puts the program back to 
normal mode. 

This seemed like good clean 
fun all in all so we got out a 

-mm* nxrn \ ua 
»wt-mHW*ifc...» 



selection of past games and 
tried out the practice of the 
Theory. The way in which Game 
Killer works is adequately de- 
monstrated with two quite diffe- 
rent sorts of shoot em up. It 
helps to have a bit of a know- 
ledge about how the game is 
working then it's quite easy to 

fredict the effects, if any, it will 
ave on the program in ques- 
tion. First to be tried was the 
ZZAPI office all time fave, Guar- 
dian from AW'igata. After giving a 
quick prod on the game killing 
button it was great.This chang- 
ed the prog so that all the attack- 
ing aliens and bullets could be 
sailed through in safety but the 
aliens could still be shot. 

After annihilating Guardian, 
Dropzone was loaded up. This 
turned out to be a bit strange. It 
was possible to fly past and 
through any attacking nasties 
but on the other hand it was 
impossible to pick up the scien- 
tists. When trying to re — enable 
the sprite — background collis- 
ions Dropzone wouldn't have 
any of it and happily insisted on 



letting the little jetman sail thr- 
ough any attacking foe. Since 
the scientists couldn't be carried 
off to the silo it was impossible 
to finish the sheet we were cur- 
rently playing. Still a lot of fun 
though. 

Overall Game Killer seems to 
me to be a very good idea in- 
deed. Though it doesn't work 
with quite a few of the very latest 
releases the ones with which it 
does c I ick wo r k ve ry wel I i ndeed. 
One of the best aspects of Game 
Killer, however, is it's ability to 
revamp life into seemingly long 
dead titles, it actually makes 
qu ite dull games fun and at only 
£.14.95 you can't really go 
wrong. 



Game Killer will be available 
from ROBTEK LTD (formerly 
known as Robcom), 36 Market 
Place, Falloden Way, London 
NW11 &JP. Telephone 01 209 
0188. 




THE OFFICIAL 







For the first time the football Association has fully endorsed a computer 

football game. It is a realistic football simulation which lets you take 

10 teams through the competition from the First Round. 

Tony Williams, celebrated author of "League Club Directory" and "FA. Non-League 
Club Directory" has provided authentic up-to-date home and away form for a total 

of 124 League and Non-League teams. 

You must decide which tactics your teams use throughout the various matches and 

you must make managerial decisions which may well effect the morale of your team 

and subsequently the score! You may represent a local team, and if you are 

lucky enough to receive the benefit of a "giant-killer" your team may even experience 

m a dream cup run! 

Above all, The Official F.A. Cup Football game comes up with realistic results 
that's why the Football Association have given it their full approval! 

Available for Spectrum 48K, Commodore 64 / 128 and Amstrad CPC 464/664/6128 

Name 

Address 

Spectrum 48K □ Commodore 64/ 128 D Amstrad CPC 464/664/6128 □ 

Tick appropriate Box 

All versions of FA Cup Football cost £7.95. Please make cheques and postal orders 

to Virgin Games Limited and post to the address on this advertisement 

Please do not post money. 

Virgin Games Ltd, 2-4 Vernon Yard, 119 Portobello Road, London Wll 2DX 



■ I 



* 



■H 











SI 






A CLASH OF TITANS 



I was tucked comfortably in my hy per-v ibro - 
sensory synaptic massage couch sipping 
some ancient Earthly viticulture obscurely 
named called Pipistrel 56 given to me by an 
ancient white haired being who lives in a 
cave (a pleasant if slightly flinty flavoured 
brew) while watching the fictional antics of 
an old pet of mine on the vidscreen (it was 
from an Earth transmission, an entertain- 
ment called Alien) and delicately imagining 
that it was the ZZAPI crew being eviscer- 
ated rather than the aptly named Mr Hurt, 
when the commsole blurted out the mess- 
age and halted my massage. 

It was the puny mohican, Penn contacting 
me, bubbling with pueri le excitement about 
some super challenge they had arranged 
without my knowing. He babbled on some- 
thing about the 'cream of S4 programmers 
all coming to Ludlow to undertake a great 
games challenge.' This struck me as being 
fanciful, to say the least, since even: my 
Cosmic Ultra -Remotivator and non-Terran 
Behemoth Universal Navigational System 
(C.U.R.A.N.T.B.U.N.S.) has difficulty in 



locating this backwoods hamlet, and know- 
ing the predicliction prima donna pro- 
grammers have for toxic drink, sleep and 
missing your primitive inter-city rail tran- 
sports, I was certain Penn had finally taken 
leave of his already febrile senses. 

Still, a challenge is a challenge, and who 
knows, porcine substitute might fly. Two 
cosms later and my craft was parked in geo- 
stationary orbit over Ludlow and I beamed 
down, To my surprise, Penn had not fibbed. 
Indeed, there were present no less than five 
of the young men responsible for soma of 
the best arcade games on the Commodore 
64 machine. I felt mildly smug, however, to 
discover that two of them, a being called 
Jeff Minter and another referred to as Tony 
Crowther, had managed to miss a train and 
phoned asking what they should do. With 
the extraordinary presence of mind that 
characterises everything he fails in, the 
idiot-savant Liddon suggested that they 
catch the next one. This gloriously simple 
idea obviously worked, for there they were, 
the tall, hairy being attired in a curious 
animal garment finished with fluffy white 
edges. Was this the infamous Llama skin? 

For this extraordinary challenge, I com- 
manded all the ZZAP' 
minions, pernicious 
Penn, ruinous Rignal 
and lousy Liddon to 



challengers played in small groups of two 
or three at a time. The a rrangement wa s that 
each programmer should command the 
others to battle it out on a game they had 
written (the responsible programmer sitt- 
ing out their own game). The choice of 
games caused some malicious merriment, 
since it is well known that programmers 
vilify, even hate, anything not codad by 
themselves. 

Archer Maclean naturally chose Drop- 
zone for his challenge. Tony Crowther 
opted tax Black Thunder. Chris Butler for his 
Z, whilst Andrew Braybrook went for 
Paradroid. Jeff Minter, removing his 
noxious animal covering, announced that 
the others would play Mama Llama, a game 
enshrined in ZZAP! history. After the com- 
pletion of these five games, all participants 
would compete on a choice made by the 
ZZAP! team — a game not written by any of 
the august gentlemen present was chosen, 
Paul Woakes' encounter from Novagen. 

As you may imagine, with so much 
potentially explosive ego in the air, it took 
some time to settle everyone down to dis 
cover who among them should be regard 
ed as the best arcade game player in the 
known universe. It will be easier for me 
to refer to the scribblings of Penn, whose 
ability to confer with these hex-ridden be 
ings in their own peculiar argot of jargon 
and bad English is almost essential to un 
derstanding the proceedings. 

DROPZONE (programmer: 
Archer Maclean) 




cruel arc lights of photographers Cameron 
Pound and Roger Kean. he starts reason- 
ably well, losing only a few lives within the 
first five minutes. Towards the end of the 
allotted time limit Mr Braybrook shows his 
flair for strategical decisions and strata 
bombs everything in sight for extra points. 
He finally notches up an impressive 1 25,510 
points with relative ease before sitting back, 
hands behind head and a smug glint in the 
lenses he uses to enhance his sig Tit. 

Jeff M inter 

Another fan of Dropzone is our Jeff . He only 
requires a quick warm up game before 
getting straight down to business. The calm 
profile offers a faint Mona Lisa smile as with 
supreme confidence he spends only ten 
minutes amassing a nifty 104.620 points. 

Chris Butler 

With Chris, we come to a novice. Having 
never seen Dropzone before, let alone 
played it. Mr Butler is definitely at a slight 
disadvantage. He is given a brief explana- 
tion and, after what he calls 'sufficient 
practice', feels felt confident enough to give 
it a go. His first game lasts only a minute in 
which time he manages to score 3380. Oh 
dear. However, seven minutes and two 
gradually improving scores later, he fin- 
ishes with a respectable 28,850. 

Tony Crowther 

Tony h asn 't seen or played Dropzone either. 
Archer's game is causing some embarass- 
ment among these joystick experts! A few 
disastrous practice games later he decides 
to go for it and promptly displays his nai- 
ivity by losing a life after only 17 seconds. 
Does that handsome curl to the lips droop a 
touch? Through four more games he fails to 
improve significantly, during which time he 
scores a meagre 1.930 and goes through 
two bouts of anti-space (not nice). Finally 
showing some backbone, he pulls back with 
some deft play to end up with a final score of 
12,440. leaving Chris Butler feeling very 
relieved, and everyone looking forward to 
the next challe nge . 






Oh wow, man! This is too much! Minter fluffs a 
simple joystick manoeuvre on BLACK THUNDER, 
while Tony Crowther prepares to lick the screen. 

BLACK THUNDER 
(Programmer: Tony Crowther | 

As Tony sits back, licking his wounds, to 
take his turn out. Archer Maclean steps into 
the hot seat for the first time. How will he 

fare? 

Archer Maclean 

Tit for tat! Maclean has never played Black 
Thunder before, but exhibiting great calm- 
ness and a laid back posture before the 
mighty screen he manages to score 7,750 in 
practice. However, under the pressure of a 
time limit his performance slips badly 
through seven games before ha excels 
himself with a score of 16,690 in his eighth 
game. 
Jeff Minter 

With the Hairy Yak Black Thunder goes 
down like a lead balloon — not a load of Led 
Zeppelin. Sadly the ZZAPI music collection 
doesn't stretch to any sufficiently dirigible 
hot air sounds that Jeff might get off on, and 
as a result two and half minutes of frantic 
blasting later he has scored 14,890, not a 



SUPERSTAR CHALLENGE 

The following games make up the 
challenge 

DROPZONE 

Best score after ten minutes of play. 

BLACK THUNDER 

Best score after ten minutes of pi ay. 

z 

Best score after ten minutes of play. 
MAMA LLAMA 

Highest CF (Completion Factor) after 
fifteen minutes of play. 

PARAOROID 

Best score after fifteen minutes of play. 

ENCOUNTER 

Best score after ten minutes of play. 
Points are awarded to each player in 
each game, first receiving 5 points, 
second 4, third 3, fourth z, and (in 
Encounter) the last getting 1 point. From 
this a final table is made up to decide 
who is the overall winner. 

bad start however. But it is his third game 
that proves most profitable as the Daily 
Llama achieves a mammoth (no relation) 
17,130. 
Chrh Butler 

This turns out to be the only game out of the 
five that Chris has actually played before. 
but he ruins the effect by telling us that he 
hasn't touched it for a year and a half. It 
shows! He doesn't start off too well and 
manages a meagre 6,080 in just under a 
minute. His second game however, fares 
much better and Mr Butler scores 16,450 
points. In fact th is is his best score a t the end 
of a further five attempts. 

Andrew Braybrook 

Glasses flashing. Andrew approaches the 
podium with some experience — he has 
played Black Thunder on a couple of pre- 
vious occasions and decides he doesn't 
need much practice. Here too, rt shows, but 
with rather different effect. He clocks up a 
comfortable first game score of 10,440 to 
Butler's anguish. This is quickly followed by 
a commendable 19,390 in his second game 
which turns out to be his last. 

Z (Programmer: Chris Butler) 

Now it's Chris' turn to relax at the back, with 
some of the ZZAP! hangers on end spu rious 
journalists who are all taking a great interest 
in the outcome of this remarkable event. 

Tony Crowther 

Tony takes his place before the computer, 
professionally rubbing some chalk over the 
now slicked joystick handle for a better grip. 
Although he has never played Z before, 
Tony only has a few practice games before 
taking on the challenge proper. With a great 
deal of extremely spawny play he makes it 
to level two on his first game and after three 
minutes he ends up with a score of 16,500! 
He follows this up with many such scores 
but at the conclusion of his time has to be 
content with his first. 

Andrew Braybrook 

Braybrook has played 2, but not much, he 
claims. Starts off very well considering this 
lack of experience and he doesn't lose a life 
until he reaches level three — about six and 
half minutes into the game. Shortly after, he 
loses another life but gets through to level 
four. Here inexperience with the ways of Z 
tells, ignorant in the ways of the Control 
Ship (ratty), he decides it best to sit around 
shooting things until his time is up. Andy 
survives with a score of 65.500, which is in 
fact his highest to date. Well done, me ol' 
chum. 
Archer Maclean 

Another Z virgin. Archer gets 44,900 in 

Siractice but only manages 23,100 on his 
irst game, which lasts three and a half 
minutes. The second one goes much better, 
but he still he can't match th at practice score 
and ends up with 32,200 after a 'great deal of 



hassle from Big Mothers. Unfortunately, 
before he can start another game his time is 
up. Aah! 

Jeff Minter 

Mr Minter is something of a Z veteran and 
has been known to reach level eight on a 
number of occasions. Not surprisingly then, 
He gets off to a flying start, but runs into 
trouble on level eight.Then there is a cry — 
Liddon fills the air with a noxious subs- 
tance, better known as Pink Floyd's 'Wish 
You Were Here'. This is more like it, the 
ZZAP! music library hasn't entirely failed, 
and with renewed vigour from the injection 
of mid-heavy metal, he miraculously re- 
covers and makes it through the dark to 
level nine — his first time (now was it for 
you, darling)? Ten minutes elapse and he 
has scored a monumental 204,400. Never a 
content man, he carries on to score a mega 
270,300 — his new high score! What a 
satisfactory state of events for us to move 
onto the next game, by none other than the 
man himself. .. 




Left to right: Chris Butler, Andrew Braybrook and 
Archer Maclean battle it out on BLACK THUNDER. 
while Jools looks on with amusement — as well 
he might. 



MAMA LLAMA (Programmer: 
Jeff Minter) 

A touchy subject this, and one that cause a 
fresh outburst of angst from its creator 
about his mistreatment at the hands of the 
ZZAP! reviewers. Still, these tactics design- 
ed to put off the other challengers are soon 
silenced as play commences. 

Chris But Jer 

Poor Chris, it transpires that he is also a 
Mama Llama virgin. Despite help from 
Julian, he doesn't fare too well. Is this more 
a comment on his play or Julian's aid? He 
manages to complete five squares before 
losing his first baby llama and then one 
square later he loses the second. Mama 
follows her cloven-hooved offspring shortly 
thereafter and with a final CF of 12, Chris 
concedes defeat. 
Archer Maclean 

Archer has never played Mama Llama 
before. He doesn't know if he can — such a 
modest fellow. Never mind, he's got Julian 
to help. Oh dear, he's not doing very well Is 
he? It takes seven minutes for him to get a 
CF of T 5 before he cops it. He took too many 
no-entry signs through the active square. 
Whoops! You forgot to tell him about that, 
didn't you Joels!? Oh well, eight minutes 
left. See if you can fit another game in, if it's 
not too late! Just as Archer gets into his 
stride and attains a CF of 12, the sands of 
time run out. Bong' 

Tony Crowther 

In contrast to the others, Mr Crowther has 
played Mama Llama before. Being a close 
friend of Minter helps, for he receives a little 
help from Jeff — unfair, considering the 
others only got Julian He ends up with a CF 
of 24 . . . And without losing a single llama 1 
Cor! 

Andrew Braybrook 

MrBraybroolfisnostrangerto/Wamffi/Brna 
either and even admits to playing it occas- 
ionally m the privacy of his own home with a 
consenting joystick- He does quite well 
within the confines of Z2AP! Towers too, 
obtaining a hassle-free CF of 24 and reJin- 
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quishes his seat for the next game, 
rneniscuses glinting wickedly, for his game 
is the next one up. 



PARADROID (Programmer: 

Andrew Braybrook ) 

This game certainly caused a stir among the 
ZZAP! team, so there was some anticipa- 
tory rubbing of hands at the reactions from 
the gathered programming fraternity. First 
victim please! 

Tony Crowttwr 

Never seen or played Paradroid, Tony re- 
quires a quick demonstration and explan- 
ation — it isn't an easy game to explain 
either! He opts for two quick practice games 
before taking the proverbial bull yak by the 
horns. It takes just under two minutes for his 
first game and around 30 seconds for his 
second, due to failing a transfer to a more 
powerful droid. His third game is better and 
five minutes later he has two successful 
transfers behind him and a score of 1,815. 
But then, unlike lightning (which never 
strikes in the same place twice), disaster is 
hurled in his "face, again. Yes, OurTony fails 
yet another transfer and ends up with a 
score of 1,785. With six minutes left on the 
clock he decides to end it there. Not enough 
time for another game? Bored? Tired? No, 
he simply wants to go for a drink — in the 
loo? 

JeffMlnter 

Mr Minter has played Paradroid before, but 
only very briefly. 51 seconds into his first 
game and it's goodbye Influence Device 
and no points: 'Oh wow man, I can't cope 
with this — it's too much!', he proclaims. 
His second game is an improvement, but 
not much. He only scores 275 points! 
However, Jeffrey soon pulls himself back 
together to finish with a score of 2,255 after 
a more successful th ird game. 
Chris Butler 

Poor old Chris {again). He hadn't played 
Paradroid before either. Lucky (!) for him 
I'm (Mr Penn) on hand to give him one (a 
hand that is) and with several practice 
games under his belt, M r Butler is ready for 
action. Sadly, his first game is a shambles, 
lasting no longer than 30 seconds after 
failing to transfer to a 296 droid. The second 
game is a bit more inspiring and the third 
even more so. Chris manages a successful 
transfer three times within the space of six: 
minutes and with a g reat deal of aggression 
he disposes of enough droids to earn 
himselr 2,300 points. But exhausted with 
the effort, he gives up shortly thereafter, 
Archer Maclean 

Me ol' mate has only played Paradroid on 
the day prior to this challenge (research 
never goes amiss), so he's fully aware of 
what's required of him. In practice he scores 
an impressive 5,000 points, but before he 
knows it Mr Rignall pushes him into playing 
a timed game, much to Archer's disgust. Or> 
attempting to transfer for the third time, he 
fails and with only 500 points to his name, 
embarks upon a second game. This runs 
more smoothly, but not as well as his third" 
and final game in which he achieves 1.555 

Eoints. He is later heard to mumble 'I should 
ave a Rrgnall ear-bending bonus as com- 
pensation i . . . 



ENCOUNTER 



And so we come to the final game in this 
Supersier Challenge, the Paul Woakes 
cl assic from Novagen. What will it produce? 

Archer Maclean 

One of Archer's favourite games this. 
However, he hasn't played it for some time. 
One practice game soon gets him suitably 
warmed up and with deft precision he score 
exactly 30.000 in ten minutes. Fantastic, no 
trouble, relax Archer, 




Jeff Minter 

Another fan — and it shows- Jeff comfort- 
ably blasts his way through to the fourth 
level and attains yet another elephantine 
score. Ten minutes proves to be long 
enough for him to get 46,600 points. Wow! 
Heavy I 

Tony Crowther 

Never played it before but it doesn't stop an 
old pro like him, fresh hairstyle and all, from 
reaching level three and scoring 34,800 
points with relatively few problems. So 
that's Tony past the chequered flag. 

Chris Butler 

Believe it or not, but Chris has never played 
Encounter. Is there anything this guy has 
played before? His first game lasts a mere 
few minutes and he only scores 3,800. Oh 
dear, oh dear. However, displaying the kind 
of tenacity we all associate with people 



from Sheffield, he doesn't allow this to faze 
him and with grim determination he gets 
through to level two — and then, just before 
the klaxon sounds to indicate time up, he 
loses his last life with a final score of 1 1 .600. 
Well done Chris! And so to the last con- 
testant . . . 

Andrew Bray brook 

Like Chris, this is the first time Braybrook 
has seen Encounter. He reads through the 
instructions, practises a bit and then tackles 
the game admirably. Despite copious ene- 
my attacks he goes on to score 20,900 and 
appears sufficiently pleased with his per- 
formance, as well he might. 

IN CONCLUSION 

And thus, cuffing Penn over his left auditory 
orifice. I collected the notes and returned by 
beam to the comfort of my craft, away (rom 
the chaotic bustle of infantile human en- 
deavour, there to study the results at my 
leisure. 

Next month. I hope matters will have 
returned to a more normal situation (if such 
a State Of affairs is possible with homo 
sapiens^ with a mortal challenger to take on 
the chosen of the ZZAP I team. Til then. I bid 
you an awesome farewell. 




Puny Earthlings, regard these scores and tremble, for they are those of your games 
masters. The one named JEFF MINTER is the overall winner, closely followed by the 
being named ANDREW BRAYBROOK. 
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Greetings mortals! This month has brought much-needed 
stimulation and change to my section. Not content with 
bringing you a star-studded challenge. I have decided to inject 
new blood into the score tables. Now, far more video warriors 
will be given the acclaim they deserve. Every month the 
highscore tables will be flushed clean allowing new super- 
scorers to be included . . . and it's not just the top three either. 
Oh no, all scores worthy of credit will be included, no matter 
how many! 

In my scorelord section in issue ten I reported that a score of 
8,175 on Monty on the Run had been sent in by Julian S Smith. 
This is, of course, impossible and I demanded an explanation. 
Fearing my mighty wrath the human involved speedily sent me 
a letter explaining that it was his brother who had made up the 
score and sent it in under his name. Well, whoever you are 
brother Smith my minions have been sent . . . 

Congratulations are in order: MarkTortolano is the first of my 
heroic troops to solve the excellent Koroms Rift] Well done — 
but what about The Bidofonf 

Ian Gay le who hails from London SE9 is a very lucky person ! 
He has a version of Ballblazer which has a level ten droidll You 
see, he has written to me claiming that he shut out a droid ten in 
three minutes. Perhaps an explanation is in order? I wouldn't 
like to think that my troops were missing out on an extra droid. 

That is all for this month. Next month I expect twice as many 
scores. I shall be waiting. 




ACE<CMc*da) 

32,250 Mark Far rington. 

Blythebndge, Stum 

18,910 Kevtn Hemsley, Deal, Kan! 

1 8.650 Gareth Johnston, Denny. 

Scotland 

16,300 Otfver Carruthw s. East Sheen, 

London 

10,025 Lee and Paul Schofield, 

Uckfieta, Essex 

9720 Philip Cheshire. Rotherham. S 

Yorks 

BATALYX (Ariolatoft) 

18,860,620 Brendan Bird. Glasgow 

17.645.000 Guy Mclaren. Meopham. 

Kent 

7,235,101 Steve Dallort. Ktngshurai 

Birmingham 

BOUNDER (Gremlin Graphics) 

1.445.209 Michael Aktttar. Thornton 

Heath, Surrey 

1,123.782 James Thomas, Leicester 

787,027 Guy OHiver, PlymMock, 

Plymouth 

617,731 Kevin Green, Hornsey, 

London 

BALLBLAZER (Actrvlslon) 

Shut out level 9droids: 

26 sees Justin 8a Ich in. Godalming, 

Surrey 

29 sees Andrew Butcher, Dunmow, 

Essex 

34 sees Roben Hun. Bradford, W 

Yorks 



46 sees Arlo Swmson, Do^ncaste'. S 

Yorks 

59 sees Winq Chung. Cardiff 

l ;0O sees W K Tsang. Hednesford. 

Staffs 

1:01 sees Jason Abbot. Leek. Staffs 
2:40 sees Robbie Graham, 
Blairgowrie, Perthshire 

BEACH HEAD R (US Gold) 

1,933.800 Paul Harper, Bognor Regis, 

W Sussex 

1.722,000 Bradley Cole, Downend. 

Bristol 

1,257.100 Stuart Murray. 
Chelmsford. Essex 

CHUCKIE EGG (A N' F) 
520.450 Wenchin, London, NW9 
381 .120 Gary Liddon. ZZAPI 

CHIMERA (Firebird) 

6.201 Michael Ager.Middleton. 

Manchester 

4,188 Mark Lieth. Norwich, Norfolk 

CRAZY COMETS (Mart ten) 

218,517 Mark Thompson. Sheffield 

202,931 Dan Shannon, Baothflm, 

Vcri 

184,307 Stephen Pillington, 

Blackpool. Lanes 

106,384 Crflic. Lester, ProslWOCd, 

105,534 Gary Ellis, Dundee 
33,154 John Balcerzak.Ch 
Somwl 



All you highscoring girls and boys, send your score(s> unto me. A 
postcard, letter, sub-etha transmission or the I ike will do fine. What I 
went to know Is your score, level reached, time taken and any other 
relevant details to the game (the more the better) . Then put your 
name, address and telephone number {just in case I want to contact 
vou)andsenditoffto:2ZA»CHAUJENGC,22API64,POBOXIO, 
LUDLOW, SHROPSHIRE, SYS 1DB. 



COMMANDO (Elite) 

1 3,755, 1 00 Thomas Lund-Hansen, 

5290 Mars lev. Denmark: 

11,444,800 Emlyn Jones. Whiptoft, 

Devon 

8.000,200 Philip Eames. Rochester, 

Kent 

7.351. 100 Stuart Marsh. Lewisham, 

London 

6.190,600 John Walden. 

Peterborough. Cambs 

GONSKULLE (Ultimate) 

13,230 Lee Barklam. Bridgnorth. 
Snrops 

81,570 Bernard Blake, Bamber 

Bridge, Preston 

78.390 Colin May, Hollesley. Suffolk 

THE EIDOLON (Actiwision) 

124.480 Gary Penn.ZZAP! 

FHANICIE GOES TO HOLLYWOOD 
Ocean) 

7,000 Stephen Mamwarjng, Stoke 
on Trent, Starts 
87.000 M Smith, Cheltenham, Glos 

HYPERSPORTS (Imagine) 

109,942 Craig Austin, Cwmbran, 

Gwent 

191.626 Matthew ftickard, 

Maidstone. Kent 

178,612 Cuts Burns, Oldham, Lanes 

HERO (Activision) 

1,000.000 T.m Hunter. Rochdale. 

Lanes 

THEGOONIES(USGold) 

269,090 Anthony Lvn<' 

Sus- 

139,320 Shaun Cartlcdgo. 

Chesterfield, Derby 

KUNG FU MASTER (US Gold) 

491.137 Mark Goodwin. fihono 

MidG' : 

309.923 Colin Meiver. Inchtum, 

Perthshire 

?16.817AndrewWood. Church End 

Essex 

187,805 Stephen Parker. 

Water loovilie, Hants 

1 22, 1 70 D £ Mummery. St A loans. 

Hera 

102,406 Gary McT&ggarl. London. 
W1N3FB 

KORONIS RIFT (Activsion) 

167,040 KCPanry. Burton onTrant 

1 28.780 Mark Tortolano, Stirling, 

Scotland 

1 5,390 Paul Want, Harrogate, N Yorks 

10,420 Garv Hill, Preston, Lanes 

6.760 Chris Alton, Chester Held. 

Derbyshire 

6,140 A'».irew Wood, Chinch End, 

3,950 Mark Leilh, Norw.ch, Norfolk 

KANE (Mesiertromc 

100,974 Stuart A'hora, Dundee, 

Tayside 

52,153 Andrew Smith, Oyce. 

Abercti 

48,735 Darren Wood, Coventry 

LAW OF THE WEST (US Gold) 

4,205 Gary Penn.ZZAPI 
3,116 Julian Rig naU, ZZAPI 

MERCENARY (Nowgen) 

1,409.O00cr Garry Eraser. Invervrie, 

Scotland 

1 , 169.O00cr James Duffy. Coventry 

l.OQO.OOOcr Paul Timlin,. Glosqow. 

474.0O0cr JeH Bradford. Swanwck, 

Derbyshire 

464,700cr Jason Roberts. Crosby, 

Livorpool 



PARADROID (Hewson Consultants) 

1 13,445 John Doyle. Kilmarnoch, 

Ayrshire 

102.110 Andrew Johnson, Pudsey, W 

100.125 Paul Harper, Bognor Regis, 

W Susse* 

92.020 Peter Williams, Preston. Lanes 

88,000 Jason Jay. Fairltght. E S- ■ - 

87,340 Klnnon Pateison. M'Bro. 

Cleveland 

66J10MarfcLeilh. Norwich. Norfolk 



REVS (Firebird! 

1:26 3 Darren Hunt, Retford, Notts 

1 26.4 Dean Ryan., Southampton 

1 :26.9 Gary Mahood, Banbridge. Co 

Down 

1 :32.6 Si Iverstone W K Tsang, 

Hednesford, Staffs 

1 :3S.O Si Iverstone Dan Williams. 

London. W1H IRS 

ROBIN OF THE WOOD (Odin) 

99 overall M Fearon, Ollerf on, Notts 

98 overall Peter Roche, London, E2 

OJE 

92 overall Peler Williams, Preston. 

Lanes 

88 overall Ch ris Alton. Chesterfield. 

Derbyshire 

85 overall Stephen Simpson, Otley, 

W Yorks 

ROCK N' WRESTLE (Melbourne 
House) 

64.000 Kevin Murphy. Kirkaldy. Fife 
83.500 Andrew Christte, Haywards 
Heath, W Sussex 

70,000 Dick Andrews, Epsom, Surrey 
21,300 Mat Rickard. Maidstone, Kant 

RESCUE ON FRACTALUS 

(Activision) 

333.480 Nicholas West, Basildon. 

Essei 

277.312 Stephen Sherlock . Wirral, 

Meraeys<de 

RAMBO (Ocean) 

4.10S.10O Kevin Bassim, London 

SWT 

1.708,700 Adrian Hipkiss, Lye. W 

1 2 75.300 James Crow, Kineton, 

Warts 

1.113,000 Sean Barnett. Chesterfield, 

Derby 

927,900 Mark Stevens.. Pre ston . 

Lanes 

673.500 Paul Clarke, Thornbury. 

Bristol 

SCARABAEUS (Ariolasoftl 

61,000 Dean Ryan, Southampton 
64,677 Adam Turvey, Sidcup, Kent 
50,134 Paul Godden, Godalming, 
Surrey 

SKOOLDAZE (Microsphere) 

52,170 Alan Bellon, Colchester, Essex 

TRANSFORMERS (Ocean) 

1 1,352 Danny Kirwin, Liverpool 

7,175 Andrew Esson. Bexley,Kent 

6,150 Gary Clarke, Southend on Sea. 

Essex 

3.528 Alan Cass, N Harrow, Middx 

3,042 Paul Want, Harrogate, N Yorks 

2.795 Andrew Sm ith, Dyce, Aberdeen 

WHO DARES WINS II <AIIigata I 
302, 160 Mark Short, Uiston, Suffolk 
145,750 Bradley Colo. Downend, 

Bristol 

140,570 Andrew Mount, 
Maidenhead. Berks 
139,330 Neil Driver, Horley, Surrey 
76,870 Alan Cass, Harrow, Middx 

WIZARDRY (The Edge) 
1 6.600 Jason Jay. Fairliyhi, E Sussex 
15.600 Adrian Hipkiss, Lye, W Mids 
14.300 Matthew Ward, llford, Essex 
8,600 James Field, Milton-undar- 
Wychwood, Oxford 

VIE AR K UNG FU I Imagin*) 
286,900 Julian Rtgnall,2ZAP! 

2 (Rhino) 

270,300 JeHary M.nter, Tadley. Hants 

155,900 Mark Cobb, Arnold, Notts 

127,300WHIiam Wan, Arnold, Notts 

121,600 Hem ant Pate). Wembley, 

Middx 

1 12.000 Dan Williams. London. W1H 

IRS 

99.600 Siuar! Marsh, London, SE13 

5AP 

20RR0(USGold) 

78.445 David Phillips. Berkharrvstead, 
Herts 

71 530 Andrew Smith. Dyce, 
Aberdeen 
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Organised by 
Database Publications 



The event every Commodore 
user is waiting for. . . 



This is YOUR chance 
to see the very latest 
developments in 
Commodore computing. 

On display will be all 
the new hardware and 
software releases from 
Britain and the USA 
that keep Commodore 
in the forefront in 
business, education and 
home computing. 



Champagne Suite and 

Exhibition Centre, Novotel, 

Hammersmith, London W6 



IBs 



Seethe 

AMIGA 

in action! 



U 



^ 



GQLDHAWK rd 



SHE "HERDS BUS* GR£ f£N 



_n r 



/ 



KING SI 



BHOADWAV 



■ 



HAMMERSMITH RQAD 




HOI«C«fP*™ 



NmiErarance 




VWst EnC— 



HAMMERSMITH FlYpyEP TAJaitfTH £ VVtST CBQMWELI - 




How to get there: 



Novote I London is right by the A4/M4- and Is only two 
minutes from Hammersmith underground station (for the 
West End. City and airport). For those bringing their own 
car, there Is a large underground car park at the hotel. 




Save £1 
a head 

- and miss 
the queues! 

- by sending 
for your 
tickets 
note! 



I Please supper 

□ Adult tickets at £2 (save CI) _ £ 

j Ur.dcrl65Bck«sat£l(save£l) .. ..£ 

j 

J Cheque enclosed made payable to 
Database Publications Lid. 

I I I Please debit my credil card account 



^rcommodore 
tsmfsuttt &&tm 



Advance 
ticket order 



F'osi Id: Commodore Shout Tickets, 
Europa House, 68 Chester Hood, 
Hazel Grow, Stockport SK7 5NY. 



Name ... 
Address 



< 



ti 1 1. mm. 



■ Access. 

I 

■ Visa L 



" ■* - I" M 



J L 



J-J L 



■■'•- ■ 



Signed 



I Admission at door. 

■ £3 (adult*!, £2 (under 16*J 



PHONE ORDERS: RING SHOW HOTLINE: 061-429 7931 

Please quote credit card number and full address. jj.q 4 



fLfZT*hJCLi *t 



THE GAME 



byAdamSiUywd 






ATARI 

400/800/XL/XE— 48K 

£8.95 Cassette 

£12.95 Disk 



CBM 64/128 
£8.95 Cassette 

£12.95 Disk 



AMSTRAD 

464/664/6128 

£8.95 Cassette 

£14.95 AMSTRAD 3 "Disk 



fLfZT*^CLi *£ 



THE REVIEWS 




The best road 
racing game I 
have ever seen... 

TRULY 
BRILLIANT." 



GAMES 



"Superbly 

presented 

and extremely 

stylish" 




"Superb new driving 

game... throw away 

Pole Position and all 

its clones— this is 

the one you want" 



"One of the most 
addictive, 
high speed, 

adrenalin raising 
road games 
I've yet seen" 




gWffl5g!CnBBIBBS!!ffP?!!l 



ENGLISH SOFTWARE 



TW 



THE COMPANY 



1 Morth Parade, Parsonage Gardens, Manchester M60 1BX. 

Tel :061-835 1358 

Distributed by U.S. (Sold 021-359 8881 



ZZAP! READERS TOP 30 
For APRIL 1 986 



-ionth's Chart Voting Form winners, Outfight 
winner with all ihe software is Ian Lester from Knutsford. Cheshire 
He s closely followed by the runners-up who are: Martin Bo rsselle 
rrom FinsburyPark, London. Andrew Tate from Ounblane, 

Perthshire; James Fitzgerald of Leeds, and finally but hardly least 
Timothy Jowes of St Ives, Cambridge^ 



ZZAPI rating 97% 

2(2) WINTER GAMES (12% 
US GOLD. (9 .95 cs&s. f Id 35 disk 
ZZAP! rating 94% 



3(3] SUMMER GAMES II (6% \ 

US GOLD. £9.95 cass. C14.95 disk 
ZZAP' rating 97*. 



4/5; LJTTLE COMPUTER PEOPLE (5%) 

.-.cVlVISION.fi <X)r.^ s .iU.iV,U * ' 

Z2API rating 97* 

WZi w A Y O p T HE EXPLODING FIST {4% ! 

MB.BOURNE HOUSE . £H 95 cass M 

ZZAP* rating 93% 



FlRErVo. C14 95 cass, £17.95 disk 
ZZAP' rating 92% 



i2f;7;;RAMBO 

ZZAPI ratify 66% 



oWOTSF 6 G0ES T0 HOLLYWOOD 

ZZAPI raiins97% 



H/24JSKYF0X 

APIOLASOFT, £.9.95 casa,C129S disk 
ZZAPI rating 91% 



T5/6V FIGHT NIGHT 

US GOLD. £9.95 cass, E 14.95 disk 
ZZAP! rating 93% 



6WPITSTOPII(3%; 

US GOLD. C9 95 disk. fl4.f»di 
ZZAP! rating 91% 



m 



7(16} MONTY ON THE RUN (3%) 

GREMLIN GRAPHICS, C9.95 caw. Cia.95 disk 
ZZAPI rating 90% 



VfCtQl WHO DARES WINS II 

U.LIG AT A. £7.95 CMS 



ALliiia i a. i /.at cass 
ZZAPI rating 90% 



1 7p6V ROBIN OF THE WOOD 

ODIN. f9 95 cass 
ZZAPI latino 92% 



21(72JBALLBLAZER 

ACTIVI5I0N, £999 cass. £14 99d.sk 

zzapi nil no fie* 



SY27/SCARABAEUS 

AMOLASOFT. £9 96 ca*s 
ZZAPI rating 96% 



23 CJ31KIK START 

MASTERTRONIC, fl 99 cass 
ZZAP! rating 90% 



24 (28) REVS 

FIREBIRD, £14.95 casa. £17.95 dish 
ZZAPI rating 96% 



25ffa(KORONISraFT 

ACTtVlSlON. 19 99 cass. f 14.99 disk 
ZZAPI rating 96% 



HYPERS PORTS 

ilNf. 9.95 cass 
ZZAPI rating 91% 



27/27/: KARATEKA 

ARtdLASOFT. £9.95 cass 
ZZAP' rating 80% 



8 (—^BOUNDER (3%) 

G REMUN GRAPHICS, £9 95 cass. £1435 disk 

ZZAP' latina 97% 



9(20) MERCENARY (3%) 

NOVAtiEN. £9.95cas. E1?.95d&< 
ZZAPI rating 98% 



10/4J COMMANDO (3%) 

ELITE. E995cass.t:i2.95disk ' 

ZZAP! raling 77% 



18,— ZTHE EIDOLON 

ACTlVlSIDN. £9.99 cass. EU.99 disk 
ZZAP! raling 97% 



19r74DROPZONE 

US GOLD. €9 95 casa. £ 14.96 dis* 
ZZAPI rating 95% 



j»/— ;™ng ON A SPRING 

GREMLIN GRAPHICS. €8 95 cass. 
ZZAP! rating 93% 



mJfi s N c2P ESOFYESOD 

ZZAP! raling 95% 



29(25) BARRY MCGUIGAIM'S BOXING 

ACTlVlSlON.E:9 99caBS 
ZZAPI rating 91% 



30(30) FRANK BRUNO'S BOXING 

ELITE. £3 95 cass 
ZZAP I rating 69% 



YOU COULD WIN SOFTWARE BY VOTING FOR THE ZZAP! 

READERS TOP 30 CHART! 




ZZAP! 64 TOP 30 VOTING COUPON 



(Please write in block capitals) 

Name 1 

Address 2 

3 



I am voti ng lor the following five games: 



Postcode 



4 

5 



If I win the C40 worth of software, the games I would like are : 
Game (and software house) 



My T-shirt size is S/MA 



ZZAP! TOP 30, PO BOX 10, LUDLOW, 
SHROPSHIRE SY8 1DB 
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YOUR 



DREAM 



It's not thai Electric Dreams are 
short of ideas for good Com mo- 
dore Games. It's just that they 
reckon that you lot out there, the 

Earty of the first part heretofore 
nown as ZZAPt READERS, 
should be able to assist the party 
of the second part, the pro- 
ducers of games software here- 
tofore known as ELECTRIC 
DREAMS. 

And in case you were won- 
dering what all this 'party of the 
first part' stuff is. well . . . con- 
tracts are written in this kind of 
language, The winner of this 
competition could well find him 
or herself stgninga juicy con- 
tract with Electric Dreams which 
could lead to fame, fortune, a 
spiky hair-do and groupies I 

Locked away in the depths of 
your mind, there's bound to be a 
real snazzo idea or concept for a 
blockbusting Commodore 64 
Game. Unleash your imagina- 
tion, put a bug on your subcon- 
scious, invade the privacy of 
your own mind and dredge up 
that idea. 

By way of gentle inducement. 
Electric Dreams are going to 
stump up a monitor and disk 
drive as the top prize in this 
game-designing com peti tion . 
The winner and ten runners up 
will also collect a copy of Acti- 
vision's Game Maker. But these 
paltry prizes are mere sops — 
the main chance lies in getting 
your game published. 




could make 
JB your 

game 

idea 

a reality 




You see, Electric Dreams will 
be most happy to arrange for a 
lop Right programmer to write 
your game and even happier to 
market the finished product. 
Happier still to cough up a 
royalty to you, (which is where 
the contracty bit might come in 
handy). You could be rich — or 
at least really rather well off— if 
your game is produced and 
catches on. 

Obviously, the guys at Electric 
Dreams, can't possibly arrange 
for every game idea submitted 
to be put into production. In- 
deed, they can't guarantee to 
publish the game idea sent in by 
the winner, It might not be good 
enough, you see. They are very 
keen to publish GOOD games, 
though, and if they reckon an 
idea's a good one. they'll do the 
bizzo. 

This is where you come in, 
and get a chance to prove them 
wrong. It'd be great if ZZAP" 
readers could keep Electric 
Dreams busy for the next zillion 
years (tee heefr. Make sure that 
your ideas come zooming in to 
ELECTRIC DREAMING. 2ZAPI. 
PO BOX 10, LUDLOW, SHROP- 
SHIRE, SY8 1AQ before June 
12th this year. Show Electric 
Dreams how fertile ZZAP read- 
ers' imaginations are . . - 







When you are creating your 
masterpiece, bear in mind (he 
limitations of the Commodore 
64 — it's no good designing the 
Mega Game of a Lifetime that 
would take a Cray 1 to run and 
thirteen joysticks to play. Do go 
inlo as much detail as you can, 
however, including a full 
cription of the gameplay and a 
couple of draft screen designs in 
your entry. A full sloryboard 
might be nice, but don'l go mad 
and try to write the complete 

6ame yourself on the computer, 
nless you reckon you can 
knock up a Top Ten game on 
your own in the next three 
months that isl 

Oh, one last bit of contracty 
stuff. We have to insist that all 
the submitted game ideas be- 
come the property of Newsfield 
Ltd. We're not going to run of) 

with them, it's just thai we have 
to make sure that no-one else 
muscles in and publishes your 
idea in the meaning 
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IT WILL BLOW YOUR MIND!! 




ATARI 

Cassette 

£9.95 

Disk 

£14.95 





CBi 
64/1 28 

Cassette 

£9.95 

Disk 

£1 4.95 



ASYLUM 



Once you're committed io this Asylum, want k 

then you I 

Hundreds t s and hallways offer ipe fro: 

creafed by Screenplay's own inmates. Sm 

BV< '.?nse of reality as you move through passo 

p e!low residents may offer assistance, b< 
business. Muscle-bound guards block voij 
around th' Rghf your way tin 

je predicaments which will frusti 

| Play Asylum. All you have to be 
committed to is having fun* 



iscroOTipkiy 




All Amor if on Adventure* Limited, 
Unit 10, Parkway Industrial Cent) 
H«neagfitr«-r j^Om B7 

5°888t. 




TIPS 



Thank you Postie, my good man. Oh goody, a bulging sackful 
of tips lust aching to be sorted — now I can get on with this 
month's ZZAP! Tips. (RUSTLE) What's this? Ah yes, the 
Eidolon maps for the first three levels along with some hints. 
Great. (CRUMPLE) Manic Miner PO KEs.1? No, I don't think so. 
(RUSTLE, RUSTLE) Quake Minus One tips! Definitely print 
those. (SCRUMPLE. RUSTLE) Cor! Look at all these POKEs 
(DROOL, SLOBBER etc).. . 



QUAKE MINUS ONE | Monolith) 



So you want to beat Quake 
Minus One? Well you won't 
get very far with those 
instructions, will you? 
Nooooo. Never mind, 
here's CR McGibbon to 
give you a hand . . . 

Where to start? 0h ( 
alright let's begin with the 
control method. The best 
tip I can give here is 

PRACTICE — long and hard 
and only resort to the 

instructions (which are 
awful) if all eSse fails. 
According to the 
instructions you can repair 
the four internal systems at 
junctions — RUBBISH! 
Drive up to a factory, 
activate the bottom right 
repair icon (the sight will 
change shape), rotate to 
face the factory with the 
bent arrow icon and all 
systems, including most 
weapons, will be repaired. 

The first few times you 
play you will find that 
Hermes gets captured very 

rapidly. Therefore your first 
priority should always be to 
fortify all roads leading to 
Hermes, except the one 
directly South of it. The 
only places your droids 
have to be are defending 
Hermes and attacking Ares, 
which is roughly at the 
NorthWest corner o f th e 
hexagon. Wander around 

the complex in interrupt 

mode to find the others — 
their locations are fairly 
obvious. 

To defend a road, first 
destroy the control tower 
so that the enemy d roids 
can't capture it (cunning, 
<jhj? Then drive down the 



Ml NES. Use them to take 
from which an attack is 
expected. Stop just behind 

the factory closest to the 
hostileend. If the droid gets 
attacked later, simply 
rotate to face the factory 
and get 'fixed up' as 
described earlier. Though 
strong, this position is not 

impregnable and an enemy 
droid can eventually 
destroy the sonar beacons 
on the road, vaping your 

droids without you even 
knowing about it law, 
shame) 1 

When Hermes is 
relatively safo. turn your 
attention to capturing Ares. 
The ONLY weapon suitable 

for destroying enemy 
installations is the torpedo, 
as these can be used out of 
range- 
To capture a road, use 
the following method. 

Advance very slightly from 

the junction and stop. 
r> . . j > i . ■ i 



rotate to face any 
dangerous installations 
visible in the distance ie 
rigs, bunkers, magnetrons 
and conducti ng columns. 
When the sight flashes, let 
off torpedoes until it stops. 
Repeat until the coast 
appears clear and advance 
uniil you can seethe 
control tower. If there is a 
conducting column 
opposite, destroy it, 
otherwise, switch to ionic 
blaster fif you haven't got 
one, retreat and find a droid 

that has) The rest is in your 
hands . . 

Here's a brief rundown of 
the other weapons' 



DANGER: 

Commodore Health 

WARNING: 

RESETS CAN SERIOUSLY DAMAGE 
YOUR 643 HEALTH. 

The fo Mowing three tips require resets, as do some of the 
POKEs. I can't say I approve of the use of the 'wire thingy 
wotsit' to reset the 64 as recommended by Mr Liddon 
last month, so I wouldn't advise using it unless you 
know what you're doing. 



THE YOUNG ONES 
(Orpheus) 

Load the game, reset your 64 
and — well, see what you 
think. Accident or design? 
My lips are sealed... 

ARCOFYESOD 

(Thor) 

Load Arc of Vesod as usual 
and reset your 64 for a 
message from Odin. I 
wonder if they mean it? 

MONTY ON THE 
RUN (Gremlin) 

Once again, load the game 
and reset your 64 for a 
message, this tfme from 
Micro Projects. Oh yes, I 
nearly forgot — the cheat 
mode. As Monty on the Run 
has been out for some time 
now, I might as well reveal 



out droids quickly, but 
remember Ihey do run out. 
FIREBALLS. Main weapon 
against droids. 
LASER and MISSILES. 



nothing better 

Now that you've 
captured Ares it looks like 
capturing the other three 
installations is going to be 
well nigh impossible, right 7 
Wrong ! Take a look at them 
in interrupt mode — you 
will notice that there is at 
least one droid from your 
newly captured fleet with 

an ionic blaster beside 
them. Coincidence? Pah' 
Anyhow, this is the most 
important part of the game 
If you blow it, chances aire 
that you won't be able to try 
again before Hermes gets 
captured. 
Good Luck 1 



the cheat mode to the few 
who don't already know it . . 

Simply type in IWANTTO 
CHEAT on the high score 
table, start the game and 
collect the little boat in the 
bottom left hand corner of 

the second screen. You will 
now be invincible. 



BOUNDER 

(Gremlin) 

While we're on the su bject of 
cheat modes, how about 
one for 'the most 
compulsive game I've ever 
played'? On the title screen, 
hold down the following 
keys for approximately 30 
seconds. .. 1,Q, A, Zand 
SPACE 

The border will cha nge 
colour to indicate that the 
cheat mode is operative. You 
will now have infinite balls to 
play with. 



THE EIDOLON 
(ActivlsionJ 

On the following pages 
there are maps for the first 
three levels of The Eidolon, 
Use them wisely, my son, for 
they are the key to your 
success and ultimately your 
survival. A couple of quick 
hints (if you need any help, 
don't hesitate to ask) . . . 

When shooting a dragon, 
don't shoot off too many 
fireballs and thus allow your 
energy to drop too low. On 
later levels you can collect 
the fireballs spat at you by 
the dragons, so keep your 

hand ready on the space bar. 
Next month I'll tell you 

where to find the dragon on 
level eight ( believe it or not, 
it isn't that difficult) and also 
how to kill it (now that IS 
difficult). 
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ONE MAN AND HIS DROID 

(MastertronicJ -** 

Julian Wright from Honeybourne, Evesham was one of 
ma ny who sent in all nineteen passwords for this budget 
beauty. When given the option to enter a password at 
the beginning of the game, simply type in one of the 
following to start on a higher level . . . 



BUBBLE 

COMMODORE 

FINDERS 

GENETIC 

ZAPPED 

MEGASONIC 

TIMEWARP 



ECTOPLASM 

GORGEOUS 

SEASIDE 

GIZMO 

KINGKONG 

HOLOGRAM 



CURRYRICE 

COFFEE 

CASSETTE 

TELESCOPE 

COMPUTER 

EDACRAEDA 



HYPER CIRCUIT 
(Alllgata) 

Stick your Hypercrrcuit tape 
in the cassette deck, ensure 
that it's been rewound to the 
beginning and type in this 
listing as supplied by Gary 

Saunders of Colchester, 
Essex . . . 

10 FOR A=0 TO 34:READ 

C:POKE 52224+A,C:NEXTA 

20 SYS 52227 

30 DATA 76, 174, 2, 169, 1, 

170,168,32 



40 DATA 186, 255, 169, 0, 

133,183,32,213 

50 DATA 255, 169, 76, 141, 

209,3, 169,248 

60 DATA 141, 210, 3, 169, 

252,141,211,3 

70 DATA 76, 0,204 

Check for errors (we don't 
want a ny nasty bugs 
messing things up, now do 
we?) and if it looks alright, 
type RUN (RETURN). Press 
play on tape and wait for the 
game to load. When the 64 



WIZARDRY (The 
Edge) 

Here it is, the complete 
solution to level three as 
promised several months 
ago. Alright, I'm sorry, I 
know I should have printed it 
earlier, but you know how it 
is ... You don't? Well let me 
tell you . . . 
Open the chest to get the 

FIREBALL and MAP D. Go 
through the door to your 
right and walk down the 
corridor beyond until you 
come to another door to your 
right. Go through it, take a 
left, through the door and get 
the HOLDTT and KNOCK 
spells from the chest. Now 
peg it all the way back to the 
beginning of level three and 
nip through the door to your 
right as you enter the room. 
Use the KNOCK spell on the 
skull in the top left hand 
corner to open up a hidden 
doorway. 

Leave this room to get 
back to the sta rt and exit 
through the door to the right 
of the screen. You should 
now be standing in the 
corridor you walked down 
previously. OK? OK, walk 
along this corridor and go 
right, through the first door 

you come across. Now turn 
left and exit through the door 
at the top of the screen. Turn 



right and keep walking unti I 

you meet a door. Go through 
it. You are now in a large 
corridor. Walk up the 
corridor ('into' the screen) 
and take the first door on 

your left. There is a head in 
the top left hand corner of 
this room — go through it. 

You will be transported to 
another location with a 
magic door in the top left 
hand corner. Go th rough it to 
be transported to yet another 
mystery location. 

There is a head in the 
corner, but don't touch it — 
it's a trap! Walk down and go 
through the door into a room 
with a flying skull and a 
chest. Inside the chest are 

HEAL and HOLD IT speNs, so 
get them before going 
through the door to the left. 

We will call this room 'THE 

room' for future reference. In 
the centre of THE room (see, 
what did I tell you? But that 
was only practising — we'll 
be using it for real later on) 
there should be a chest with 
two skulls guarding one side 
and two snakes guarding the 
Other. DO NOT touch the 
chest from th e si de gua rded 
by the skulls or you will die ! 
Come from behind where 
the snakes lie and you will be 
transported to a far away 
place . . . 

. . . KAZAM! You are standing 
in a long corridor with a large 



resets, why not type in these 
POKEs from (guess who) 
Trolly (Game Hacker ll> . . . 
POKE 28439.234 (RETURN) 
POKE 28440,234 (RETURN) 
POKE 28441.234 (RETURN) 
...and then SYS 26654 
(RETURN) to start. You will 
now have infinite lives. 



BLACK THUNDER 
(QufcksilvaJ 

If your name isn't Tim Fraser 

and you don't come from 
Ruislip in Middlesex, then 
these aren't your Black 
Thunder POKEs. However, if 
you like the idea of being 
invincible and you wear 
luminous green socks, then 
rewind your Black Thunder 
tape to the beginning and 
type in the following listing . 

I SYS 63276:PRINT CHRS 
(147) 

10 POKE 783,1 :POKE 830,34 
:POKE 832,48:SYS 62828: 
POKE 53265.PEEK (53265) 
AND 239 

II FOR 1=0 TO 27:READ 
X:POKE 1280+LX:NEXT 



12 POKE 8941,0:POKE 8942. 
5:POKE 8945,76:POKE 
8946,0; POKE 8947,5 

13 POKE 8950.76:POKE 
8951.0:POKE 8952.5:POKE 
8953.76:POKE 8954,0:POK£ 
8955,5 

27 FOR K=679TO779:P0KE 
K.PEEK{8192 + K> 
28A=A+1:IFA=99THEN30 

29 NEXT 

30 POKE 778.PEEK (8192 + 
99): POKE 779.PEEK (8192+ 
100):STOP 

100 DATA 169, 27, 141, 17, 

208 

112 DATA 169, 234, 141, 110, 

102 

115 DATA 141, 111,102, 141, 

112.102 

120 DATA 141 ,113, 102, 141, 

114,102 

130 DATA 141, 115, 102,76, 

0,132 

Check for errors and if 
everything seems fine, type 
RUN (RETURN) and press 
play on tape when 
prompted. Once Black 
Thunder has loaded you will 
be invincible, but I'm afraid 
the socks are entirely up to 
you. 



snake guardian for 
company. What now? 

Go down u nti I you come to 
a door. 

OK. You are standing by a 
door to the left. What now? 

Go throucjh door into long 
room. 

OK. You are in a long room 
with an evil apparition. 
There is also a chest here. 
What now? 

Open chest. 
Ha! Ha! It was a trap. You are 
dead. Serves you right for 
being so nosey. Do you want 
to play again? 

No, I'll continue where I 
left off... 

Leave the chest (trap) and 
go through the door to your 
left. You should now be in a 
room containing a spider 
and a chest. Open the chest 
to acquire HEAL and FIND IT 
spells. Go out of th is room 
and back into the corridor. 
Turn right and stroll down 

the corridor until you reach a 
door. Go through it. There is 
a head in the top left h and 
corner of the room (aren't 
they always?) — ignore it 
and go through the door at 
the bottom. In the room 
beyond there is a chest. 
Open it and a genie will 
appear. Elsewhere, a 
previously hidden door will 

open . Go out the way you 
came in and walk into the 
head (top left corner! to get 



transported back to a room 
near the start of level three. 
Make your way back to THE 
room (remember that?) 
where you will find there is a 
door that wasn't there 
before. Yes there is — go to 
the top of the room and . . . 
Yes, THAT door that wasn't 
there before. Well done. 
Right, go through it and you 
will find a chest Open it to 
gain the SLAY SNAKE and 
HEAL spells. 

Now I don't know if you 
remember or not, but there 
was this huge snake 
guarding the way earlier on. 
Yes, that big blue (grey, if 
you've only got a black and 
white portable) scaly thing. 
OK, go back into the room 
you just came from (the one 
with that chest guarded by 
the pair of skulls and the pair 
Of Snakes — and no, don 't 
use the SLAY SNAKE spell 
on them, save it for the big 
one . . . Please?) and touch 

the chest— FROM THE SIDE 
GUARDED BY SNAKES!! (I 
put that in capitals in case 
you forgot about the trap on 
the other side). You should 
now be standi ng i n the 
corridor inhabited by the big 

snake. Yes? Great. OK then, 

kill it with the SLAY SNAKE 
spell. Done that? Nice one. 
Stroll casually up the 

corridor, through the door at 
the end and onto leve I fou r . . 
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PARADROID 

(Hewson) 

You can thank Andrew King 
of Horley, Surrey for these 
POKEs. Rewind your 
Paradroid tape to the 
beginning, type SYS 63276 
iRETURN} and press play on 
tape when prompted. When 
the computer responds with 
FOU ND Paradroid, press the 
Commodore key. Now type 
in the the following POKEs 
to kill the sprite collision 
detection . . . 

POKE 961.32 (RETURN) 
POKE 962,128 (RETURN) 
POKE 963,208 (RETURN) 
POKE 53376,169 (RETURN) 
POKE 53377,2 (RETURN) 
POKE 53378,141 (RETURN) 
POKE 53379.226 (RETURN) 
POKE 53380,111 (RETURN) 
POKE 53381,169 (RETURN) 
POKE 53382,138 (RETURN) 
POKE 53383,141 (RETURN) 
POKE 53384,225 (RETURN) 
POKE 53385,1 11 (RETURN) 
POKE 53386,96 (RETURN) 

Typing SYS 849 (RETURN) 
will load and run Paradroid. 



BMX RACERS 

(Mastertronrc) 

Some more POKEs from 
Andrew. Load BMX Racers 
and reset the machine. Now 
enter the fo Mowing : 

POKE 11617,138 (RETURN) 
POKE 11618.2 (RETURN) 
SYS 11770 (RETURN) to 
start the game and allow 
you to pass through the 

obstacles. 

DARE DEVIL 

DENNIS II (Viper) 

Andrew King also supplied 
these POKEs. which let you 
walk through the flowers on 
the first screen. Simply load 

the game, reset the 

computer and type in . . . 

POKE 24683,138 (RETURN) 
POKE 24684,2 (RETURN) 
followed by SYS 39700 

(RETURN) to start. 



HUNCHBACK 
(Ocean) 

Yes, yet more POKEs from 
Andy. Rewind the tape to 
the beginning, type LOAD 
(RETURN) and when the 
READY prompt appears type 
NEW (RETURN), followed by 
LOAD "M,1 {RETURN). The 
rest of Hunchback will now 
load, but not run, allowing 
you to enter these POKEs to 
stop all sprite collisions . . . 

POKE 22342,0 (RETURN) 
POKE 22343.221 (RETURN) 
POKE 22399,0 IRETURN) 
POKE 22400,221 (RETURN) 
POKE 22283.0 (RETURN) 
POKE 22284,221 (RETURN) 



Trolly (Game Hacker II) also 

sent in some POKEs for 

Hunchback . . . 

POKE 31352.numberof lives 

(1-255) (RETURN) 

OR how about . . . 

POKE 22521.234 (RETURN) 

POKE 22522.234 (RETURN) 

POKE 22523.234 (RETURN) 

., .for infinite lives. 

To start the game, type SYS 

16384 (RETURN) 

WHIRLYNURDfUS 
Gold) 

A few more POKEs from 
Trolly (Game Hacker II). 
Rewind the W/ur/ynurd xape 
to the beginning (make sure 
it's the 64 side), type LOAD 
(RETURN) and press play on 
tape When the READY 
prompt appears, type in: 

POKE 101 1,248 (RETURN) 
POKE 1012.252 (RETURN) 
RUN (RETURN) 
The game will now load, but 
not run. When the 64 resets, 
enter these POKEs . . , 
POKE 17201. number of lives 
(RETURN) 
OR alternatively. . . 
POKE 21063.234 (RETURN) 
POKE 21064.234 (RETURN) 
POKE 21065,234 (RETURN) 
. . . for infinite lives. Type 
SYS 16384 (RETURN) to 
start the game. 

SPY HUNTER (US 
Gold] 

POKEs for infinite time, 
courtesy once again of Trolly 
(Game Hacker II). Type LOAD 
(RETURN) and press play on 
tape. After the first part of 
Spy Hunter has loaded, 
enter the following : 

POKE 1011,248 (RETURN) 
POKE 1012,252 (RETURN) 
RUN (RETURN) 
Wait for Spy Hunter to load 
and the computer to reset 
before typing in POKE 
35914,255 (RETURN). 
followed by SYS 32782 
(RETURN) to start. 



BUCK ROGERS | US 
Gold) 

Load the game, reset the 

computer, enter the POKEs 

supplied by (yawn) Trol ly 
(Game Hacker II), start the 
game, grab your joystick, sit 
back and . . . Well, play I 
suppose. 

POKE 33182.number of lives 




TIPS 



(RETURN) 

OR if you want infinite lives . 

POKE 39290.234 (RETURN) 
POKE 39291.234 (RETURN) 
POKE 39292.234 (RETURN) 
POKE 10617.234 (RETURN) 
POKE 10618.234 (RETURN) 
POKE 10619.234 (RETURN) 
You could even POKE 
33l86,(1-255HRFTURN)to 
alter the number of gates 
you have to pass through in 
order to move on to the next 
sheet. Or how does POKE 
33122,(0-15) (RETURN)to 
change the initial 
foreground colour, grab 



you? Then again, you could 
POKE 33048.(0-15) 
(RETURN) to change the 
colour of the border during 
game. But in the end it's best 
to SYS 32782 (RETURN) and 
start the game. 

SCARABAEUS 
(AriolasoftJ 

Our very own Gary Liddon 
has devised a series of 
POKEs for infinite energy 
and a host of other things. 
Just type in the following 
listing and . . . 



— oh dear, I'm afraid that's all for this month. Never mind, 
maybe next month, eh? Don't forget to keep sending in all 
those tips, maps and POKEs etc. 'cos this section wouldn't be 
the same without you, you cute little reader you. See you all 
in May (that's April in the real world) . . . 

Send all relevant bits of mail (and that doesn't include SAEs) 
to Z2AP! TIPS, ZZAP! MAGAZINE. PO BOX 10, LUDLOW. 
SHROPSHIRE SV8 1DB 

PS: (this bit's for you) I won't forget to include ZZAP! 
MAGAZINE in the address, 'cos I know it screws up the poor 
little sorting people sooo badly and gets them upset and 
makes them cry and, and, and — well, it's not a very nice 
thing to do. is rt? - ^^ 

SIGNED: A, K€Skt>^f< 



COMMODORE 

IN MANCHESTER 



ONE OF THE BIGGEST 

RANGES OF SOFTWARE 

IN AND AROUND 

MANCHESTER 




100's 

OF TITLES!! 



S..PIVS..PLUS..PLVS„HU 



JOYSTICKS, SPEECH SYTHESISERS, 
MOUSE, SKETCH PAD, COMMODORE 1 28, 
DISC DRIVES AND LOTS MORE!! 



IUS..PLUS..PLUS..PIUS..PIV$„PLVS.PLUS..PL 



A WIDE RANGE OF SOFTWARE FROM 
WORD PROCESSORS TO GAMES 
ALL GAMES AT BUDGET PRICES: 

AT LEAST 50 OFF!! 



NOW IS THE TIME TO CALL IN AT: 

BUDGET 
SOFTWARE 

CENTRE 

51 fennel street 
manchester m4 3dy 

or tel: 061 -834 2808 







WE ARE 
HERE 




"HUNWfoRD- 1 
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THE 1985 ZZAP! R 



ilfrl^.lti'HiHI 




ELITE 

Firebird 

There seemed to be liule doubt 
about this choice, the space 
trading/action game received 
19% of the total vote, making il 
Ihe clear winner, 

In second place, qetting 13% 
of the vote was SUMMER 
GAMES II from US Gold, and 
following very closely came 

HewsoiV s PARADROID with 
12%. 

MONTY ON THE 
RUN 

Gremlin Graphics 



01650 *s 03 HI-SC 




Developed from Peter Harrap's 
Spectrum original, this was also 
a pretty clear winner with no less 
than 26% of ZZAP! readers 
voting it into the number one 
position. Following some 
distance behind came BOUNTY 
BOB STRIKES BACK from US 
Gold/Big Five, getting 19%, and 
m third position was 
IMPOSSIBLE MISSION with 
13%. 
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Look Nowhere feise: 



•W* Is 11 



oftwareof 1965! 



otnoSubstituxe>: 




BEST SHOOT EM UP 



DROPZONE 

US Gold 

Not too many problems here 



either! Archer Maclean's furious 
shoot and rescue game gain ed a 
high 31% from its supporters, 
getting on for double what 
PARADROID received, which 
came in second at 19%. In the 
third place sJot, and a long way 
down, was Elite's COMMANDO 
with 9%. 




hMl 




ENTOMBED 

Ultimate 

This category was very hard 
fought and resulted in some 
close placrngs. Ultimate's 
second Pendragon adventure 
for the 64 won out. however, 
receiving 15%. Breathing down 
its neck was Ocean's FRANKIE 
GOES TO HOLLYWOOD, which 
logged 13% of the vote, while 

E radically clambering on its 
ack NODES OFYESOD from 
Odin got 12%. 



BEST TEXT-ONLY 



■Jmil'li 

HITCH-HIKERS 
GUIDE TO THE 
GALAXY 

Infocom 

Not surprisingly, perhaps, 
Infocom swept the board here! 
HITCH received 11%, while their 
ZORK TRILOGY collected 6% 
and SUSPECT 4%. The low 
percentages reflect the fact that 
the voting list in this category 
was enormous, encom passing a 
huge spread of games. 



BEST GRAPHICAL 



RED MOON 

Level 9 Computing 

Again, there was wide 
disagreement between voters, 
but Level 9's offerings were all 
high, RED MOON sweeping all 
before it, and receiving 10%. 
The humour of 
TERRORMOLINOSfrom 
Melbourne House endeared 
itself to 6%. with GREMLINS 
from Adventure International 
partying on 5% in third place. 



BEST FLIGHT 



Kliil'IMIPK 

ACE 

Cascade 

Spurning the most serious type 
of flight sim, the ZZAP! 
readership plumped for 
Cascade's ACE with a 
convincing 29%. Ariolasoft 
weren't too far behind however, 
and SKYFOX earned itself a 
worthy 20% for second place. In 
third position came the 
helicopter simulation SUPER 
HUEY from US Gold/Cosmi with 
15%. 



EADERS AWARDS 



BEST SPORTS 



SUMMER GAMES 
II 

US Gold/Epyx 

This was the second most 
convincing win of all the 
categories, receiving iis support 
from almost half the readership 
with 46%. Perhaps the more 
attractive weat her of summer 
helped, for from the same stab le 
WINTER GAMES came in 
second with 26% of the vote. 
leaving Activision/Lucasfilm's 
future sport simulation, 
BALLBLAZER. in th ird place with 
8%. 

THEATRE 
EUROPE 

PSS 

No doubts here whatsoever — 
the biggest single vote in the 



BEST SOUND FX 



STATE OF THE ART 




Awards went to thisanti-nuclear 
wargame with 51% making it 
their top wargame. PSS also did 
well with BATTLE FOR 
MIDWAY, despite the 2ZAP! 
Strategist's doubts about the 
game, for it came second with 
10%. Oddly enough, the purists 
gave way to the shoot em up 
addicts, who voted Elite's 
COMMANDO into third position 
with 4%. 




BEST GRAPHICS 



WINTER GAMES 

US Gold/Epyx 

Under this heading, the 

situation swapper! found. 



because 39% prferred the wintry 
graphics to those of the second 
placed SUMMER GAMES II, 
which received 14%. In the 
graphical stakes, EXPLODING 
FIST from Melbourne House 
came in third with 8%, leaving 
sports sims with the honours for 
graphics in 1985. 



EXPLODING FIST 

Melbourne House 

Melbourne may not have quite 
pipped it for the pictures, but 
they certainly took it for the 
sound effects, getting a crunch/ 
15% for FIST. Ariolasoft's highly 
atmospheric SCARABAEUS 
came in second with 10%, and in 
third place the clackety clack 
noises and speech of 
IMPOSSIBLE MISSION attracted 
7%. 



B 




MONTY ON THE 
RUN 

Gremlin Graphics 

Despite a wide range from 
which to choose, Rob Hubbard's 
MON TV music received a clear 
vote of 27% , Second equal came 
Ocean's FRANKIE GOES TO 
HOLLYWOOD and another 

Gremlin hit. THING ON A 

SPRING, each receiving 8% for 
their harmonies. 




COPS AND 

ROBBERS 

Atlantis Gold 

This was an extremely hard 
fought category indeed! The 
clear winner, however, 
managed 2% more in its vote 
than in did in review. ZZAP! 
called it 'the worst game we've 
ever seen on the 64, and 11% of 
you agreed. JET SET WILLY II 
from Software Projects slipped 
into second place with 9% and 
Ultimate's IMHOTEP managed 
third with 8% . If it's any 
consolation, the collation form 
fo r this category was the longest 
and featured nearly every game 
made' 



-,"to*6wfl£/" 




LITTLE 

COMPUTER 

PEOPLE 

Activision 

This coveted award was 
convincingly given to Activision 
for David Crane's alarming 
discovery that your 64 has 
inhabitants. 23% went to the 
little pet people, ou tstri pping the 
second equal placings for 
Hewson's PARADROID and US 
Gold's SUMMER GAMES II, 
which each received 10% of the 
vote. 

So that's it for the 1 985 ZZAP! 
Readers Awards. 
Congratulations to all the 
software houses who were 
voted best at what they did. and 
a big thank you to all the 
thousands of ZZAP I Readers 
who took the trouble to fill in 
their forms and send them back 
to us. 

The Award winners will all be 
receiving their 'coveted' 
trophies as soon as someone up 
in Admin can get them 
organised, and that leaves us 
with nothing further to do but 
announce the voting form 
winners. We said 15 forms 
would be drawn from the bag. 
earning their senders a voucher 
for 15 worth of software as well 
asa ZZAP! T-shirt. 

And here you are. you lucky 
voters . . . 

Da.vkl Parker. Hens HP3 8BU. 
Kevin Jon«. Cheshire SX IS 
2LU; Mtchwl Bailey. Tvne & 
Wear. NE25- OAA. Ian James. 
Gweni NP3 5UG; Aldo Rmnkli. 
Neath. West Glamorgan South 
Wales, Andrew Rawcliffe. Lanes 
PHS1XP; Simon Edwards, Kent 
BR7 4EU. Mr PC CTHt. 
Gloucestershire GL13 9NB. Lee 
Dunne. Staffs ST46PX, Michael 
Morgan. Wythenshawe. 
Manchester; P Manning. 
Liverpool L23 OTD. Steven 
Moms. Stahs SfB 7AV; John 
Roslron. North Humberside 
HU13 96N. Robert Howe. W«t 
Yorkshire BD1B3AT. A 
Groundwater, Northern Ireland. 
NE236NT 
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PREVIEW 



/WINDBLOWN BY MINDSMEAR 



The ZZAP! Team had a phone call from two unknown, 
budding programmers who pressed hard enough to 
get this preview included at the very last minute. Calls 
like this are ten a penny, but to everyone's amazement 
their game MINDSMEAR turned out to be a shocker — 
read on . . . 



Forget Lucasfilrn. Forget A 
lade Archer Maclean 

Forget Jeff Minter. Stand by for 
as educa- 
Soon to 
nan ususpo 
Mindsmettf, a <i 
■ 
s/rwarwipes away all those 'well 
we've done as mi 

line as is possibi- 
and may well start somi 
a revolution in the industry 

Mmtlsr is place within 

on i solar sysien 

ginwring has evolved 
robots far enough for them to he 
led as life. The sum total of 
"ess thousar I 
evolut ionary stages is an almost 
perfect synthetic breed c 
Meldltngs. What price humanity 
in such a scenario? Not n 
bui people do still e 
ie most part hunted down 
mm. However, there ex isis 
a band of few who oppose the 

■ " ■ 
tence For The Few the pii 

of power lies in the poss- 
ession cf t he Jovian moon 7 

Within Titan's atmosphere Is 
the largest readily available 
source of Hydrogen, needed in 
immense quantities to power 
any sort of practible space 
travel. Using age-old skimming 
methods it's possible to gather 
this essential material from Ti- 
tan's internal chemistry Unfor- 
tunately Titan is Meldling con- 

ob to 
>l| that. You are the 
ultimate creation of The few 
technology made up from 'iden- 
tity slices' from the best brains 
last of human society, 
you are a Mindsmear. 

Several Meldling ground tar- 
gets on Titan need to be 
troyed. normally an impoi 
task, but thanks to your contacts 
on Earth it's possible to hold off 
attacks from Meldling inietti- 
9. The way to deter enemy 
intervention is via subtert. 
this is the brains part of Mrnd- 

ir and very interesting it is 

too. Using a complex window- 
ing s> adventure 
game is played whilst trying to 
destroy main bunkers on 
It's possible to play both games 
simultaneously, the game scre- 
en shrinks down and the map/ 
text screens are overlayed as 
windows, but be warned, the 
computer finds it easier to multi- 
nan you will! 
The main game is in 3-D — as 
near to life as a Commodore 
could ever be. Admittedly Eido- 
lon was good, but there's just no 
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valid comparison. The rnamsur- 
is how smoothly every- 
thing moves while the illusion of 
;->ective In constantly 

captured. Each irame stands up 
Mt piece ol Com- 
rt Even thoughts 
photographs look impressive, 
they iut an in! 

M/ndsmear'*, reality. Your 
Is very neat, capable of a most 
astoundmy list of manoeuvres. 
Control issomewhat similar, hut 
more versatile, to that employed 
in Mercenary. The rou* 
interpreting the stick's move- 
ments are very clever, using 
ialized ar: diligence 

procedures to make sure the 
:oes what is needed. 
Ther* ird com- 

puter that controls attacks on 
iy snips, though caution 
.id be exercised as it's prone 
ition. There's 
rtg worse than getting 
blasted to smithereens by your 
own bait i 

version exclush 
shown to us at theZZAP! offices 

was about 60% complete, but 

the main built of the game is 
written. At the time ol going to 
print the two programmers of 
the project. Paul and Phillip 
O'Connor, were just starting to 
look for someone to publish 
Mindsrnear. Neither have the 
time to spend runningi a com- 
pany of their own so a third party 
to market the game seems li 
good idea. After seeing Mind 
smear we're sure they won't 
have to look very far. 

Technically Mindsrnear realty 
is a doozy. Hardly surprising 
considering the dazzling acad- 
emic background of the main 
r, 18 year old Paul O' 
Connor. After taking an entry 
exam for Cambridge at the age 
of 14 he's been there since a nd is 
now studying for a Doctor;?* 
Maths and Psychology. How did 
Paul manage to squeeze so 
much into a machine so many 
think has reached its limit? 'Well 
the advantage we had over 
many other 64 programmers 
was that we were totally new to 
the machine. This may seem 

earadoxical but after talking to 
abitual 64 games authors it 
really seemed that they were 
bogged down by what had gone 
before them. We looked at the 
computer as a totally new hard- 
ware entity and designed a 
game accordingly.' 

Paul's work is the mainstay of 
the program but many ol the 
sub-sections that make Mmtt- 
smear so amazing were created 



by Paul's brother Phillip. Phil Is 
currently at secondary school 
studying for 'O' levels. The 
main secret was to work out ,i 
sensible data structure, prefer 
ably one that would work table- 
driwen to keep up the general 
speed we needed. The trouble is 
thai tables take up so much 
memory, so a sort of table buffer 
is used whore the mam i 
enceblocksare generated rather 
than loaded. We did cheat a hit 

on the cassette version wrth the 

'invisible' loading of code. While 
youplay, large chunks of text arc- 
bemg pulled into computer. The 
speed depreciation of this sys- 
tem is negligible but the real 
oroblem is having so many 
sprites on screen and keeping 

everything reliable.' 

What surprised us most were 

the extremely high speed filled 

illy put Shte 



and Mercenary to shame, we 
asked Paul how such astound- 
ing moving images were creat- 
ed. The good idea we had was 
10 use the disk drive as slave 
processo* to the main prog. It 
makes life very easy and means 
that a true 3D image can be 
generated and pulled onto 
screen in much less than a frame 
flyback, something previously 
unachieved on the 64 Qbvi'' 
this was to detriment of the 
-ersion but after many 
i ights and quite a lew pints 
of Home Brew the main algor- 
ithms were suitably speed- 
to make the cassette version 
viable. It meant we could really 

Si to town on disk version 
ough, I particularly liked the 
sampled guitar note we got to 
do a very convincing Dave Gil- 
mour guitar solo. Now that was 
cool' 



Titan ground targets — an example ofthe filled in 3D effect 
achieved in MINDSMEAR. sadly black and white stills do them little 

credit 




SCORE Q2B30 



MIBH B% 




MuKi-taskin-g on MINDSMEAR with the map window pulled down 
over the action background, in this case Great Brita in where you 
want to locate an Intelligence contact. 
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*T ^fiftpcopa-tabo^). ».,. Size SO MD "-> 

- please send me Z£* , Sweats h«rt(s) at £8.95 eacn 

D Please send me £» ; ( j rt £3.96 each. 

□ please send me gj£ g n P der(s , * £4.50 each. 

□ Ploasesendme ~~ 

Name 

Address 

•: , 

...Postcode V'Lthpv 
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The Standard 
by which others 

will be judged 

This is Hardba II from Accolade. The first in a new generation of game 

software that sets the standard lor others to beat; if they dare! With . 

graphics so large and lifelike and sound effects so real, you'll ^ 

believe you really are of the boll park - yes, you can ^ 

almost smell the hot-dogs! 

Sorry, we cant supply tt\e hot-dogs; you'll 

have lo bring your own - but everything 

else is here to recreate the ^ 

atmosphere, tension and 

excitement of big time 

baseball on your - 

own small 




xAJLiLi 




IF YOD SURVIVE!! 



Recreate the famous Battle of the Bulge, in epic 
War II. As Supreme Commander of eith» 
you take control against another play 
attention to detail and historical 
outstanding features * Detailed Te 
• Attack/Defence Strategies * Wea 



01 tbc 
* rel 



* Supply * Combat Readiness * Sec 

Replacements ' Fuel limitations 

CAN YOU REWRITE THE HISTORY OF 
THE WORLD'S MOST FASCINATING ENC 



na from World 
or German forces 
uter. The careful 
in the folio 
istorical Units 
er * Artillery 



In the year 1096, knights in shining armour set nut on the first 
Crasadc. marching across Asia Minor to reach the Holy City of 
Jerusalem and bee it from the invading Turks. 

Nearly a millennium later, in 1941, a similar scenario would be played 
out. This lirtle. Crusader tanks of GreatAfcjnroIled across the 
broiling. sand-^tNonh Africa to repel irrnBHtta diHc rent sort - 
the armoured flies of Nazi Germany.*. 

THIS IS YOUR CBiisllr "S 




Tape 

£9.95 

I Disc 

^514.95 
E DESERT 

Simulations 

Street, Birmingham B7 4LY Tel: 021-359 8881 



SEIKO 





COMP 



RC- 1 ooo 




This 
amazing 

cross 
between 

a watch 

and a ^ 

database could be yours! 



We've had one of these incfedi- 

?hem talking. .The nwuat that 
steps necessary for su j? ce *?' u " y 

tor tS usual C99-odd that you 
would have to hand lover m he 
Hiah Street but totally tree. 
Hattori UK — the people who 
attribute the watch in the UK 
have said that we canQiveoje 
away to a deserving Z£AH 
reader. 







Write and tat us why you 
deserve to receive an «<^»» 
tor nothing. We don t want 
henoina letters. Oh No. That a 
never do - there's qu ite enough 

o r^s;o^2^ 

u _7,.i eninrtpt*; of information 
SSSa OTSr* away ,ns^ 

amazing your friends with your 
stunning new watch. 

Be careful though - if you 
win? you' Commodore might 
get jealous! 



WATCH l 



i 



Seiko have produced the first 
wris! computer terminal — the 
RC-10O0. It's a digital watch with 
a difference. It can do much 
more than tell you time of day. 
Forget those simple beeping 
digital watches that include 
chronographs, lap timers (what- 
ever the average human being 
uses them for), and stop- 
watches. Just like they say in the 
adverti semen ts. nowadays 

"you can take a little bit of your 
computer with you wherever 
you go'" 




Well, a little bit of your com- 
puter's memory. Oh alright 
then, a little bit of the contents of 
your computer's memory. You 
see this watch can be used as a 
portable mini-database, storing 
up to 2K. of information on 
eighty 'pages'. 

The watch face itself contains 
a 12 by 2 alphanumeric display 
(letters and numbers, doltl) on 
which the time, day, date and 
year appear when it's pretend- 
ing to be an ordinary watch. But 
the RC-10O0 has hidden depths: 
it is really a Datagraph, a cross 
between a chronograph and a 
database. 

You can prepare information 
to store in the memory of the 
watch on your computer using 






the editing software that comes 
with the package. All you do is 
hook it up to your Commodore's 
user port via the special read 
supplied and download your 
data. 

Each of the eighty 'pages' of 
memory in the watch can be 
used as a menu screen, which 
heads up a number of other 
pages of memory and leads into 
them. So if you set up one page 
as the Address Menu, then you 
have up to 79 pages remaining 
in which to store the details of 
your friends' addresses. Access- 
ing the the Address Menu with 
one of the little buttons on the 
face of the watch, you can then 
step through the actual address 
screens until you come across 
the information you want. 

But there's more. If you want 
to set an alarm signal to remind 
you to do something it can be 
linked to the memory pages. So 
when the watch goes beep at 
half past nine in the morning of 
September 23rd 19&6 it doesn't 
just go beep and leave it at that. 
It shows you the relevant page, 
which reminds you what to do at 
9.30 am, 23/9/86. Smart? Yes, 
definitely, especially as you can 
program reminder alarms up to 
a year in advance. 

More still; If you have to do 
something every Sunday at 8.00 
— perhaps get ready to watch 
the next episode of ZZAPNASTY 
on telly, then you can get the 
watch to beep and show you the 
appropriate reminder page at 
8.00 every Sunday until you tell 
it to stop. 

International jet setters who 
can never remember what the 
time is right now There, where 
they're going, while they're still 
Here, getting ready to go, wi II be 
amazed by the way you can 
program up to 79) different world 
limes into this little beast. Sort 
out the sums, load up the watch 
from your computer and you 
need never be stuck for an ans- 
wer when you're in London and 
someone asks what the time is. 
In Rio. 

And if you are always forgett- 
ing vital bits of information, you 
can write yourself memos — 
perhaps just the phone number 
of your doctor or a reminder to 
wash behind the ears. It's up to 
you. 
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BUBBLE BUS 
WIZARD'S LAIR 
MAP 

Straightforward one. this — an 
outright winner for drawing the 
best map, and the winner who 

tets the mini portable telly set is 
teven Medcraft f rom Rayleigh, 
Essex S S6 8BP. We II done 
Steven. 
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MASTERTRONIC 
M.A.D.COMP 

Onto issue 10 comps. First off, 
Mastertromc were offering a 
wacky all expenses-paid day out 
for completing a comic strip. 
Some excellent entries arrived 
for this one, but after much hair 
tearing we chose the one from 
Allan Brown ' of Upton-bv- 

Chester, Cheshire. Hope you can 
cope with the day out Allan. 
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Below we reproduce the winning entry from PETER WILLIAMS 
(Craven Arms, Shropshire) to the 'INSIDE A REVIEWER'S MIND' 
competition, sponsored by Activision for the EIDOLO N. you may 
think Peter hacked into the program, but you would be wrong — 
everything has been done with a light pen and redrawn. The mind 
being probed is that of JULIAN RIGNALL. . . 



Athntjumtl IOHubmIwjuIkoI devoured poi noodles have combiner 
.» 1,1 dhpslbusie-S to form a 'Pot Noodle Man' I'm a bit worried about 
ms mental condition, in tacrhemustbr mils ipot he wants to. conk or 
the world' Joke Gixlilii Suit vou'sell 





I bumped « these chaps on Level 4 They are-, so ihev lot* m» JR> 
brain cells Tlvjy're trying in nswpe because ihev an* fori up with 
having nothing 10 do Ihmiw howihev 1**1 I W u ne mp loyi 



".i:ii- ,-.' ■ ■,>'.? .. S:ir nil, is. t inJjRw ah) nfl mfl 1 1 1, ■;■".-. 1 1; "-i ■'..',,; ... , 

SVilotlfi InlBfeSitngfact DidVOuMOwthat aopnngosauius'sarma 
are loo short to pick his own nose 7 This explains Wi y they are solitary 
c reatu res due to the (act lhai they keep -asking everyone |hey meet lo 
pic* their nose tor thcnVYucli! I Obliged by picking his nose with <i tew 
red fireballs.' 




AGtanl RocklcuoOcussilsdaiodinhlscaveThispriniitive ancestor 
Of (he much laved RocMord is very smula- lo hisdcscendant except 
lor hisBifP^nfliritell«l Altpr3ll.\M*nvou'reayiantlivihfl inasiYiall 
l.iwo. you shotikt be moro careful about how ytiu move around 1 Ihjt 
tiumpon his head should teach htmio leave us 'mind travel lers'alon* 
m (idure 



INSIDE A 
REVIEWERS MIND 



Activision 's gam© Eidolon 
inspired the idea for this comp, a 
trip through a ZZAP! reviewer's 
brain. The comp inspired the 
entrants too, some of the best 
ideas we've ever received. 
Again this was a tcug h one to 

S'ck for the first place (a 1451 
isk Drive and all 4 Lucasfilm 
games on disk). 2nd and 3rd 
place get all four games on 
cassette, followed by 50 
runners-up prizes o\ Eidolon. 

The winner, then, was Peter 
Williams Craven Arms, 
Shropshire SY79QS. In second 
and third place we find K M Law 
and Steven from near Royston. 
Herts SG8 6BVV, and Luis 
Troyano from Stockport, 
CheshireSK13PF. 

The runners up: G Anderson. Lines LN5 
3AY ; Robin Ashdown. Kent BR4 9Dr . John 
Baker. Bucks HP1 1 1 JL; Jon Baker . Ox o n 
0X9 2HY; Andrew Blrkttt, Leeds LS2S 5HG, 
Neil Brewis. Tyne 8. Wear SR6 7QQ; 
Joaaph & Daniel CarTwrlght. W Vorks LS21 
2RJ; Norman Cod, Linet PR4 3TJ; Nell 
Coks. Coventry CVS 3B2; Steve Cooper, 
Kent ME1 2JW; Dermot CouIbs. N Ireland 
BT78 5BA; Rowan Craven. W Yorks BD22 
965: Patrick Divine. London E 16 2DE: 
Andrew Dolphin. Birmirvgham B2T 7TR; 
Gethyn Edwards, Berks RG4 9TD. Nicholas 
rTimpton, Winchester SOZZCQQ: Adam 
Foulger. Suffo Ik P28 $SB; Martin 
f reckleton, Birmingham B37 5TL; hue 
Ganee. London NT3 6HL; Richard 
Gelsthorpe. Lines PC1091Y; Chrb Gosden. 
Farehain. Hampshire. Stephen Griggs, 
Kent MEU7 1UX Devkl Hardy. Nottingham 

NG&4U; r RobartHaowood. Somerset TAB 

7PZ; Sean Hopkins. Hants P02 OLA; J 
Hunter. Lanes WN7 4HA. P A K, London ES 
0€B. Steven Kelly. Lanes 8B1 2 7QU; 
Matthew Kibby, Avon BS19 2RG; Andntw 
Lee. Huddertftefef HD3 3SJ. Angus Lee. 
Aberdeen AB2 4UB; D Lee. Nottingham 
NG5 5HR ; Martin Lw. Oovon CX2 SNS; M 
Marston, Cleveland TS14 SDH. Kevin 
McCall, Ayrshire KAl 5HJ; Javier Medina, 
3017 Malaga. Spain; Steven Miller. Una 
OL688X, Jason Milne. Aberdeen A B4BER 
Stephen OkJroyd. W Yortu WF1 3DN; 
Jonathan Palmer. Oxon OX6 7RR; Barry 
Pringle. Middlesex UB6 SDG, Stephen 
Proctor. Leicester LE9SJU. Nicholas 
Sneddon. Essex IG1 3LA; Rob Sykai. 
To/quay, S Devon; Mikk Taylor. Lines PE21 
7DQ; Simon Thompson. Stafford ST17 
»Y: Oiristophaf J Walton. Staff. WS13 
ONO; Brian Wheeler. Lines PE25 3RA; 
Richard Whitehouse. W Midla nds WS10 
ORL; Paul Voung. Sheffield S5 OAJ 
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Hmnvn me ciaaiures tn JR * mind sr?«m to have a marked 
propensity for sticki ng their tongues out' Perhaps Freud would have 

■ i' • - 1' •!!:]'. m t'.n i.'ii-. i ».i- 1 t . - r i - 1 , - • > r, i .( iQuiH a Qribbly 
Groblodi le. He doesn't seem very pleased to see me. Perhaps a lew 
red firebBllswouldcheer himiipabu He*>e 



Woods' Round -i l>cnd and snaiiihi into nn Annpit-i This area of 
JRi; brain must be where his. opinron-.nl JpH Mirttnr are stored Jed 
has obviously been lieielieli'rcniiT.iodlrlilhnAncipilal to n.a»«4gn. 
!••••->.- opinions are kept secrd Will <l wo>k fhnugh' 







Here I am at last, the 7th Level of JR's identity, but whai can ihis 
mean? Is the guardian of ihe 7th level out for his midday sustenance 
or is the sign an accurate assessment of JR's mental condition? You 
know him better than me, so you can make up your own mind 




BOUNDER SPOT 
THE BALL 

Gremlin Graphics asked you to 
'spot the ball' in a fram taken 
from theirSizzlergame, 
Bounder. 25 nearest to correct 
answers earn their write rs a 
Bounder Sweatshirt. 

Paul Julian Allan. Aberdeen AB2 1XT; Craig 
Ceetford, Jedburgh TDfJ 6H7, Marc 
Chllderhouse. Norwich NR12 SYL; P J 
Conway. Berkshire RG 16 G TO, Devid 
Dagville. W Midlands W53 30A; Matthew 
Drake, Kant BH4 SAY, Jason Footman, W 
Mkdlindi WS4 1ES: Kevin Green. London 
N8: PauiGorman, Fife KY 14 GDN; 
Grahame Hale, Wi Itshtre BA 14 OLS; Martin 
Haynes. Bud*. Cornwall; Simon Hobba, 
Essex RM14 3PA. Steve Jones, E Sussex 
BLI3 7AQ; Stephen Kearon. Dublin 18. 
Ireland; Nick Laslett. Kent CT3 4DT; Owen 
Lawto. Nflwoaiitie-Upon-Tyne NEZ 3 LA . 
Mark Lock ley , Worcs WR13 6NT, Gary 
McManus, Glasgow G15 8EV; Duncan 
Mummeris. Herts AL1 4TJ; David Richards, 
Lanes OLS 6BE; G Saxton . Nottingham 
NG7 602: Ch rirtopher Smrhh. Wofc«I« 
WR4 9QF; Kart Wadseck. Hants SP6 2HF; 
Andrew West, Devon EXB 3HR, Mark 
Woolrich, Dc-ncaster DM 2NS. 



JACK CHARLTON S 
MATCH FISHING 

One final point. We now have 
the results of the Alligata 
compet ition for the above game. 
The winners names were picked 
by Jack Charlton himself in the 
presence of Ga ry Penn . The 
win ner gets a week Ion g 
adventure holiday- 2nd place 
receives a complete fishing 
outfit and then the 50 runners up 

^Bt the board game version of 
latch Fish / no. 

So, the lucky winner is Philip 
Ellson from Alcester, 
Warwickshire, and the 2nd place 
goes to Tim Da rwell-Srnrth of 
Nantwich, Cheshire, Have a 
happy holiday Philip! 

The runners up Alex Barber, Manchester 
MC11 IDE; Darren Barnes, Surrey TW20 
DOB. Nathan Bamett, Urverston. Cumbria; 
Mather Bingham. Glos GL 10 2DW; Mark 
Brady, Kent DAI 4HS; Chris Bright. Worcs 
WR1 1 6PS; James Carr. Suffolk H>1 SJR; 




Stephen Clank, Poole, [feraet; Darren 
Canan. Southampton S029JH: Hoi Tong 
Chang, Herts SG14 3AY; William Church, 
Cornwall PL14 6EH; Brett Davis, Esse* 
RM 13 9MA; Lee Dumbarton. Berks SL5 
BHUi Davkl Emery, Brtttol BS16 1LY; 
Simon Fisher. Roxs TD8 6NP ■ Jason Ford. 
Loredon E4 9NL; Steve Ford, St*ffi WS7 
1^; Andrew Gabelli. Berks RG11 SNR; 
Tim Gerway. WiKs BA147Da; Andrew 
Gardnef. Stafford ST18 3XL; Ben Garrai 
Kent DA3 8HX; Gary Joyce, MerwyikJe 
L44 6LF; Andrew King, Surrey RH8 KY 
Lanee C Joyce, Laics LE3 9DF ; Peter 
Levvrenoa, Bucks HP15 7R; Ivan Li, Shrops 
TF4 2EX; MichaelLinney.BudcsMKl82JJ 
panW Maggs . Ana lesey LL59 5BY ; Shona 
Milne. toardaenAftB ISA Lea Munro, 
Berfc* RG170OE; Simon Pickering, Kent 

CT124BU;DftvidRk;|«rda l L«ncaOL9e«; 
Bar^r Russell. BeHast BT11 9HQ; Chrfc* 
Russell. Rolherham S63 7HG, Colin 
Salcombe. GlosGL3 IAS; Mark Seles. 
Surrey SM52BP. Stephen Savory. 

ftorwlch NR7 8NU. Craig Seddon. 
Mancheater M35 6Df ; Mark J Shaw, Staffs 
ST7 4LW; Mark D Smith . Lanes BL5 2LA; 
Ian M Speake. Shrops SY4 5EG; Adam 
Spreckling. Mersey/aide 143 0RA; Martin 
Taylor, Deneaster DM7 SJH. Jonathan 
Tippins. Barry. SGkamorgan. Miss FVan 
Toren, Rot hurnem S6S 2fiT. David TudiaJ. 
Berfcs SU5 8JY; Chris WUson. Mints BH24 
lw.* J P ? na,hon Wlleon, Mersaysids WA12 
SUA, Paul Woodrow, Stockport SK7 8EH: 
Lesley Young, Wilts SN4 OHA 
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Law of the West's astounding inter- 
I active adventure puts you right in 
the middle of turbulent Old West action. 
As the sheriff of Gold Gulch — as tough 
a Wild West town as there ever was - 
you'll have all you can do to survive 
til sundown. 

If you've ever wanted to pin a tin star to 
your chest and match the exploits of 



Bat Masterson or Wyatt Earp, then here's 
Your chance. 

Standing in your way will be all 
manner of hardcase gunslingers. 
desperados, and dry oulchers looking to 
rob the town bank, run roughshod over 
innocent townspeople and plant you in 
Boot Hill. Like Masterson In Dodge City 



and Earp in Tombstone, you'll be forced 
to face one challenge after another 
threatening not only your authority, 
hut your lite loo. 

Ultra-large graphics, lifelike action, 
and natural payability deliver 
excitement so real you can almost smell 
the gunpowder! 
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I TQ SHOOT VOU. 

iO mil. son. 
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yJccotade 

for Commodore 64 disk** cassetteQ 

Manufactured and distributed in £.1*4 .95 £v-95 



i» *1 



the UK. by US. Gold Limited. Unit 

10. The Parkway industria 1 Centre , &Wj$% 

Heneage Street, Birminflham H&nn| 

B7 4l,Y. Telephone 021-359 8881 . '' 
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A complete monthly guide by the infamous White Wizard 

for all 64 owners who prefer games involving typed commands 
rather than wiggled joysticks. 
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SPELLBREAKER 



What a month! First there's a new Infocom game 

(full details below) and as if that wasn't enough 

Melbourne House suddenly leave us all gasping as 

they actually RELEASE LordoftheRingsl I kid you 

not, fellow Wizards, I actually have a copy loaded ' 

up at this very moment and you lucky lot can read 

all about it before going out and parting with your / Infocom, £19. 95 disk only 

hard-earned Zorkmids. Then there were games 

from St Brides, Telarium, and Tony Tread well . . . 

Oh well, I think you get the picture - mucho games, 

and mucho work for Ol' Whitey, who will now shut 

up and let you get on with it . . . 

«*• _ _ _ ._ s» 



<&mr 



t's noi often that 

we Wizards have 

the pleasure of 

reviewing a new 

-^3 Infocom game, 

t hut the Gods are 

<S £ obviously smil- 

1 ing on us this 

month, because 

Spellbreaker has 



just 



Frob 



a copy of 

arrived in the post. 

Spellbreaker is the third game in 

the Enchanter series — the pre- 



Ul PmentCataCoa 



;"«Mi„ 




vious two releases were Enchanter 
and Sorcerer. OP Whitey has never 
actually played Enchanter, but 
Sorcerer (written by Steve Merct- 
sky) is an old favourite of mine. In 
fact, I would go so far as to say chat 
it's my all-time favourite game of 
the 'magic-and- mystery' variety. 

Spellbreaker, however, is not 
written by Meretsky, but on first 
acquaintance it appears to be 
equally as mesmerising. The des- 
criptions are lone and excellently 
written, and in the very first few 
seconds of the game at least four 
characters deliver speeches of al- 
most a screen-full in length! They 
then get turned into newts, but 
that's another story. 

The basic idea behind Spell- 
breaker is thematically similar to 
the first two games. Somewhere in 
the background lurks a hideously 
powerful Evil Power, who in this 
case is very bad news for the 
Frobozi Corporation. Frobozzco 
are purveyors of magical equip- 
ment, but the Enchanters (who 
are their biggest customers) axe 
having a spot of bother with their 
spells. In fact, the whole spell- 
structure of modem sodcty ap- 
pears to be collapsing as the power 
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of ihc Enchanters' magic steadily 
weakens. Can you slop the roi? Of 
course you can. . . 

Well 1 certainly couldn't — at 
least not at my first silting, any- 
way. Spelibreaker is labelled 
"Expert' level by Infocom, which 
means that they consider it parti- 
cularly difficult to crack. It's cer- 
tainly in a different league to 
wi$ttt>rin$er (Introductory level) 
and quite a bit trickier than Sor- 
cerer. You find yourself having to 
cast spells left, right and centre, 
right at the beginning of [he game 
in order to make any progress at all 
— and the going doesn't get any- 
easier, believe met 

Nevertheless, Dave Lebling (co- 



author of lark and Enchanter) has 
done an excellent job. Dave was 
responsible for Suspect, a real tour 
de force of character interaction, 
and the in fluence of this game can 
be seen at times in Spellbreaker, 
where the characters play a rather 
more significant role than in Sor- 
cerer, for example. 

Yet another Infocom master- 
piece — need I say more? 



Atmosphere 89% 

Interaction 93% 
Lasting Interest 94% 
Value for money 86% 
Overall 92% 



THE SNOW QUEEN 



St Brides. 




t Brides have 
already perplex- 
ed, frustrated 
and amused 

many of my fell- 
ow Wizards with 

their tale* of 

strange goings- 
on at the St Bri 
des School in County Donegal. 
Now Marianne Scarlett (Miss) and 
her colleagues have turned out a 
version of the Hans Christian 
Anderson fairy tale, The Snow 
Queen. 

This game makes a rather inter- 
esting comparison with the two 
games we've just looked at. Like 
these, it's an adaptation of a work 
of fiction, but the confines of The 
Quill (with which it was written) 
and the fact that it is cassette- 
based, obviously pose limitations. 

The limitations are really on 
style as much as content. Both 
Nine Princes and Perry Mason try to 
live up to the originals by putting 
you 'inside' the characters con- 
cerned . the Snow Queen, like other 
British adventures, doesn't go in 
for much character interaction 
(though you can, and should, kiss 
your grandmother), but instead 
tries to recreaie scenes from the 
original story, together, of course, 
with some puzzles to solve and 
objects in lii ui. 

The story of The Snow Queen is 
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simple. Gerda's childhood sweet- 
heart has fallen under an evil 
enchantment, with a sliver of glass. 
from a magical mirror embedded 
in his heart. Held in thrall by the 
Snow Queen, he can only be res- 
cued by young Gerda, who sets 
out to find him and release him 
from ihe spell 

The Snow Queen is a Quill/ 
Illustrator production and the 
graphics arc quite competently 
done. The game itself I found quite 
difficult and had to resort to a nine 
sheet even in the first few loca- 
tions. You don't necessarily have 
to know the original story to 
succeed, hut it certainly helps you 
getyour bearings. 

Those of you who like fairy tales 
will probably get a reasonable 
amount of enjoyment out of this 
release, but I hasten to add that I 
think many adventurers, accust- 
omed to more blood-thirsty fare, 
may find it lacking in excitement. 
The original magic of Hans And- 
erson's story is undeniable, but 
how well it survives in binary 
medium is open to question. 



Atmosphere 72% 
Interaction 59% 
Lasting Interest 62% 
Value for Money 55% 
Overall 60% 



NINE PRINCES IN 
AMBER 



Telarium 





he Wiz has to 
admit that he has 
never read the 
book upon 

which this game 
is based, bu I after 
playing the 

gone, all 1 can 

say is that if (spot 
it on die shelves I'll snap it up. 
Author Roper Zetazny has foll- 
owed Hitch-Htker Douglas 
Adams into the interactive fic- 
tion' market and scored an un- 
doubted hit. 

The plot of the game reminds 
me somewhat of an old CCS title 
called 7711" Prince. This was a multi- 
player game in which the adven- 
turers nad to make and break 
alliances in their attempts to locate 
a scries of symbolic tokens', 
possession of which would secure 
ihem the throne. 

Nine Princes in Amber sets four 
women and thei r nine brothers o ff 
on a quest for power. You take the 
pan of Corwyn, one of the princes, 
and must attain your goal by ally- 
ing with other members of your 
family. Since alliances can be 
broken, re-forged and betrayed at 
any moment during the game, 
you have to keep your wits about 
you. 

In (act, the game is dominated 
by these processes of interaction 
between characters. More than 
half of the 140-odd verbs in the 



game are to do with communic- 
aiion, so you have DISAGREE. 
NOD. LAUGH, EXPLAIN, SNARL 
l'I.A<.A II- and many, many mOW 
to use when it comes to confron- 
tations. The characters are SO 
central to the game that objects 
take on rather less significance, 
though you have to learn to use 
words well if you are u> survive. 

Nine Princes in Amber has all 
those other touches that have 
distinguished recent American 
disk-based games, such as Acti- 
vls Ion's Mindshadowami Borrowed 
Time. The graphics are excellent 
(though not quite as good as those 
in ihe Activision range) and there 
is music as well, both on loading 
and during the game. 

However, it does take some 
getting used to, this game, Most 
adventurers will not be used lo Che 
large range of interaction required 
between character-;. To help you 
though, there is a list of all the 
available verbs and, even better, 
there is a shon demonstration 
game on the disk as well, which is 
a considerable help in getting you 
io grips with the way the program 
works. 

Nine Princes in Amber is a very 
different game. If you're tired of 
wandering round collecting trea- 
sure or fighting dragons, try this 
instead. You wul find your fellow 
men and women a dam slight 
trickier to deal with than Balrogs, I 
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warrant you. You start off in a 
hospital bed with both legs in 
plaster and a burly doctor coming 
towards you with a hypodermic. 
You need to resort to vio fence here 
before you can get anywhere — 
and believe me it isn't easy! 

My only criticism about this 
game is the slow disk accessing. In 
one case, after entering the simple 
command WAIT, the disk whirred 
for nearly $0 seconds before giv- 
ing me the message: 'You wait 
patiently . . . ' Well, maybe I do, 
but I Wish I didn't have to. 



Minor quibbles like that aside, 
this is an excellent game. The 
parser isn't mat brilliant, but once 
you get used to it you will find lhat 
the gameplay is very complex and 
quite absorbing — and trie loca- 
tion descriptions aren't bad either. 
Different, but refreshingly so. 

Atmosphere 78% 
Interaction 83% 
Lasting Interest 85% 
Value For Money 76% 
Overall 83% 



TROLL BOUND 




Questline,£2.99cas$ 

emi-Wizard 
Tony Tread- 
well is known to 
many readers of 
[his column, as 
he runs a popu- 
ar adventure 
club and is al- 
ways ready to 
give help and assistance to other 
Followers of the Wand-ering Path. 
Now Tony has taken his life in his 
hands ana written a game himself. 
How has he done and what lessons 
can vou leam from his attempt, 
should you ever decide to try and 
release a game yourself? 

The first thing he's done is turn 
the usual state of adventuring on 
its head. Instead of doing battle 
with Trolls and Goblins, you ARE 
one — in this case you are Gonj. 
one of the 'Green People' who 
were, long ago, friends of the 
human race, but must now hide 
away for fear of discovery and 
desiruction. 

Tony's blurb claims about 90 
locations for his game, which 
loads in two parts. On the first side 
of the cassette there's an intro- 



duction, together with some 
music and a picture of Gonj's 
dwelling place. My immediate 
impression was mainly shaped by 
the number of spelling mistakes — 
1 hope this wasn't a production 
copy, Tony, because you will have 
to fix them before it goes on sale! 
Spelling is one of those little things 
thai one often overlooks in a 
game, but any commercial soft- 
ware house will tell you how 
important it is. 

In fact spelling is just one facet 
of that 'inner logic' tha? any good 
adventure must have. Despite the 
interest of the story, this inner 
logic must be present for a game to 
be really enjoyable. Unfortunaie- 

Ltn the version of Tony's game 
1 1 saw, it was often absent. For 
example, once you've boned up 
on the history of the 'Green 
People', you find yourself sitting 
in your hole, where you can see a 
'large wooden chest'. If you try to 
open it, you find it's 'rusty'. 
Hmmm — wooden chests don't 
nisi (though their hinges might, I 
suppose). Little niggles like this, 
coupled with the frequent spelling 



mmmimmmmmm. 



SPEND THE NEW YEAR IN THE 25th CENTURY AND TAKE A TRIP TO PARADISES 

THE WORM IN PARADISE 



W 



>r* 



Levsl 9 have spent 12 months enhancing 
iheii adventure system with wo rid -beating 
features for tha coming years and THE 
WORM IN PARADISE is the first game to 
use this new system. 

"The Austin 4 haven't just produced, in 
THE WORM EN PARADISE, a new title - 
they've created a whole new ball game in 
adventure technology ... The latest title 
offers a iOOO-word vocabulary, the most 
sophisticated parser ever incorporated in 
a cassette -based adventure , and the refine- 
ment of multitasking ... You'd have to 
spend an evening with a Roget's Thesaurus 
to come up with enough superlatives to do 
justice to THE WORM IN PARADISE; it 
not only offers stunning (albeit at times 
disturbing) originality in the overworked 
realm of science fiction but also embodies 
state-of-the-art programming techniques 
which will allow you effortlessly to give 
reign to your powe rs or crea live deduction" 
— Commodore User 

'"An excellent adventure, atmospheric, 
devious and full of the ingredients that 
have established Level 9 as probably the 
best English adventure writing house to- 
date." — Compute! Trade Weekly 



-L^ 



"I will desenbe this game in 3 words: Shear 
unadulterated brilliance. Rarely have I 
played such a wonderful, enthralling 
adventure ... The puzzles are entertaining, 
tough and logical. The storyline is imma- 
culate, in its originality, concept, and 
application. This game incorporates Level 
9's new parser which has to bo used to be 
believed. Complex, and multiple input 
commands are understood, and the game 
is extremely user-friendly. In short, 
mortgage your computer, and get a copy. 
Immediately!" 

— The Adventurers Club Dossier 



An AMTTX ACCOLADE. "The game Is 
very good in terms of interaction ... fascin- 
atingly original and clever, OVERALL 91% 

— Amtix 

"probably the company's best adventure 
solar" — Microscope 

"YOUR SINCLAIR MEGAGAME 9 / 10" 

— Your Sinclair 

"The final big difference over previous 
games is the size of the vocabulary. You 
can LOOK, of course, but you can also 
USTEN and even SMELL ... Level 9 claim 
thai the program will understand over 1000 
words ... about five times as much as most 
other present-day cassette adventures. 
... out of this world" AA Rating 87W 

— Amstrad Action 

THE WORM IN PARADISE ib available on 
6 micros. All versions with the exc option of 
the BBC have more than 200 pictures. 

(Our list of games for other micros — 
ENTERPRISE. LYNX. MEMOTECH, 
NASCOM, ORIC1 is available on request 
— please send SAE.) 



Please send me a FREE FULL COLOUR POSTER with more details of Level 9 adventures ort the back. I enclose a stamped, self- 
. I addressed envelope about9"by 6".* 

3 Please send me THE WORM IN PARADISE on cassette for the 



AMSTRAD 464/664/6128 H ATARI64K J BBC 32K 1_ COMMODORE 64 \ '. MSXHKL SPECTRUM48K 



I enclose a cheque or postal order for £9 95* 
My Name is 



My Address is 



L 



■ Adventurers outside the UK should send a Eurocheque or bankers draft lor £10.95 for the game, or an international reply coupon tor the poster 

^ v JA\l^.YK*.^B^ , *^*.^^\^.^'^\AaY*^J*\AW*\'Jt\AJ. V^nTCV 
Level 9 Computing, P.O. Box 39, Weston-super-Mare, Avon BS24 9UR 
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mistakes, lend to weaken the 
atmosphere of even the best- 
planned game. 

Al limes. Troll Bound falls over 
slightly. The text-formatting is 
sometimes slightly askew and 
ihere was even one rather major 
bug — a lorch that I needed 
couldn't be 'got*, thereby causing 
much annoyance and frustration 
since it was clearly there for the 
taking. My only other major gripe 
is that the vocabulary doesn't ap- 
pear to include either EXAMINE 
or LOOK. 

Ukca number of games, Tony's 
doesn't tell you which word it's 
having difficulty with and simply 
replies: 'You try, but cannot do 
that', or words to that effect. This 
is a pity, because (as I've often 
said) it's a great help to know 
exactly which words you're mis- 
using. Troll Bound does, however. 
adopt the enjoyable practice of 
varying its responses, so we get 'I 



await you. Oh great green one' 
and 'What next, oh smelly one?' 
as prompts for input. 

Troll Bound has some very ori- 
ginal locations and the game is 
reasonably priced at £2.99. How- 
ever, before you order a copy, 1 
suggest you ask Tony whether or 
not he's corrected all the spelling 
mistakes! If those {and the torch 
bus ' mentioned) are fixed, then 
this looks like another of those 
'amateur' games that, if not up to 
the standard of some of today's 
commercial releases, can at least 
offer some enjoyment to the de- 
dicated adventurer. 



Atmosphere 70% 
Interaction 50% 
Lasting Interest 58% 
Value for Money 55% 
Overall 59% 



PERRY MASON 



THE CASE OF THE 

MANDARIN 

MURDER 



Telarium, £19. 95 disk only 

ust as I'd finished 
getting, one up 
;on my brothers 
in Amber, I found 
myself defend- 
ing Laura Kapp 
in court. Telar- 
ium seem to be 
.concentrating on 
adapting programs from well- 
known works of fiction at the 




moment and since Erie Stanley 
Gardner has always been one of 
my favourite writers, I was look- 
ing forward immensely to this 
interactive' version of one of his 
best -known books. 

Like Nine Princes, Perry Mason 
conies on two disks in a smart 
package with plenty of document- 
ation. Unusually, the instructions 
contain a complete vocabulary 
listing for the game, which tots up 
to nearly 800 words. Far from 
spoiling ill i- fun, I found the listing 
a great nelp — most of the puzzles 
in the program involve heavy 
brain-duty and on these occasions 
(he last obstacles one wants to 
overcome are those caused by a 
limited, or uncertain, vocabulary. 

The plot of the game is perfectly 
straightforward. Your pal, Laura 
Kapp. has been arrested for mur- 
der. Hardly surprising, since she 
was found in a state of shock five 
inches from (he gun that had just 
shot her husband. As good old 
Pee-Wee. you must lake on her 
case and defend her in court. 




There are three ways out: either 
you fail, and she goes to the chair; 
you succeed in convincing the 
jury that she's innocent; or you 
both get her off AND nail (he real 
villain responsible. 

The greai strength of Erie Stan- 
ley Gardner's books lies in their 
meticulous (and well-informed) 
descriptions of court procedures. 
Almost all his works end up in 
Lc hi 1 1 and the reader is treated to a 
highly lifelike, and beautifully 
observed, courtroom sequence 
that ends with Mr Mason con- 
founding everyone with his brill- 
iant legal mind, and unmasking 
ihetruih for all to see. 

Telarium's game obviously 
seeks to mimic this aspect of 
Gardner's work. Much at it act- 



The Mandarin Murder has you 
manipulating evidence — and 
boy! Is there enough of it. You can 
visit Kapp's apartment to search 
his belongings, go to jail to quest- 
ion his widow, or just skip the 

whole Investigation scene and go 
straight to court and start the trial. 

Progress in the game is slightly 
fragmentary. You frequently nave 
to 'press any key' to load in a new 
section (especially when moving 
between locations ), but these 
interruptions are compensated by 
the sheer volume of material you 
have to sift through at each stage 
of your inquiry. 

Aided by your faithful accomp- 
lice, Delia Street and your lame 
de(ec(ive, Paul Drake, you should 
get quite a kick out of solving this 




ually takes place in court and the 
player has to indulge in some quite 
complex legal duelling. Luckily, 
the documentation that comes 
wiih game is pretiy comprehens- 
ive and even includes a little 
lawyers' exam paper' for you to 
test yourself! Although it's strange 
at first, you soon find yourself 
cross-examining, raising object- 
ions and challenging witnesses in 
a way calculated to arouse the 
admiration of even the most hard- 
boiled jury. 

Basically, whereas Nine Princes 
involves manipulating characters. 

'M INNOCENT- 

IT J^P IT/ 



mystery. The music and graphics 
are excellent, though again not 
quite up 10 Actlvlsian's stand- 
ards. Definitely recommended to 
all whodunnii fans and frustrated 
lawyers alike. 



Atmosphere 85% 
Interaction 88% 
Lasting Interest 87% 
Value for money 8 1 % 

Overall 87% 
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aoventurze 



LORD OF THE RINGS 




Melbourne House, £15. 95 cass 

t's here! Blow 
me down wilh a 
Balrog, I never 
though! I'd sec 
the day. But here 
I am. silting ai 
my trusty 64, 
watching the 
Pavloda stripes 
loading Melbourne House's lat- 
est blockbuster. So what's ii like, 
then? 

Well Wizards. I have mixed 
news for you. You may recall that 
when I previewed Lord of the Rings 
I was concerned by the speed at 
which the game ran, or rather 
crawled. The bad news is that the 
Commodore version certainly 
isn't faster than any of the others 
and I'm even inclined to think that 
it's a wee bit slower . . . 

Kicking off in the the first loca- 
tion, you nave to wait nearly half a 
minuEe while the program first 
draws a rather uninspiring pic- 
ture, then prompts you to hit 
return beforeprin ting the location 
description! This isn't necessarily 
the worst case either (although 
location description number one is 
particularly long). Another loca- 
tion I encountered took an aston- 
ishing one and three-quarter 
minutes io process! In fact, in this 
last instance. 1 would suggest that 
there is a bug at work somewhere. 
If you enter a dark location with- 
out light, you may find yourself in 
difficulties. You have been 
warned! 

As far as the game itself is con- 
cerned. I have nothing but praise, 
though I have to admit that I have- 
not yet finished the first pan. The 
program comes on two cassettes 
and is accompanied by the book 
Fellowship of the Ring (first of 
the Tolkien trilogy). This isn't 
superfluous, as there are a number 
of occasions in the game when 
you need information from the 
book. Tolkien fans will obviously 
applaud this faithfulness to the 
original, but I'm not so sure that 
it's a good idea. The Hobbir, for 
example, did not require you to 
have any more than a cursory idea 
of the original, hut in Lord of the 
Rings you will find that doing your 
homework is quite important, 
especially as far as names and 
aliases are concerned. 

Apart from the innovations 
which I mentioned in the preview 
(especially the ability to 'become' 
any one of the four Hobbits), the 
other thing I particularly like 
about the game is its logical design. 
Right near the beginning you are 
faced with the problem of crossing 
a river by ferry, which can only be 
done by careful use of your com- 

Kinions. Indeed, all the obstacles I 
we yet encountered have a 

pleasingly logical solution and 
don't depend on obscure magic 
spells or the right combination of 
mystical objects. 

I also like the way time U 
handled in the game — with the 
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exception of the time it takes to 
work it all out. For example, when 
you sun the adventure. Merry is 
absent and in another location. If 

Sou get there in time, vou find 
im. But if you're laie, all you get 
is a note telling you how he waited 
for you, but has now gone on 
ahead! It's little touches like these 
that make the game enjoyable 
despite the occasional annoyance 
ana the slow pace. 

There arc a large number of 
locations to explore, many of 
which are simply there for (he 
atmosphere. The Wiz approves of 
this approach entirely — I have 
never been one for 'a puzzle in 
every place'. 1 like to be able to do 
a bit of aimless wandering on my 
travels, provided that there's a 
reasonable degree of interest in 
the places I visit. The other nice 
thing about the game is that, de- 
fending on timing, there are 
occasionally different ways of 
approaching different puzzles. For 
example, ifyou dilly-dally at the 
beginning, you have to take short- 
cuts later on to avoid (he Black 
Riders, whereas if you get on 
quickly you find yourself being 
able to lake roads that were pre- 
viously impassable. 

The characters in the game ap- 
pear to be far more intelligent than 
those in other recent adventures 
and are certainly a far cry from 
those in 77ie Hobbii. Even so, they 
do occasionally make obscure 
statements when spoken to. How- 
ever, you will find that the need to 
communicate with your fellows is 
all-important if you are to get 
anywhere in the game. 

Lord of the Rings is a large, 
ambitious game. The blurb claims 
over 200 locations and I haven't 
visited nearly that many yet 




(about 100 at the last count). 
Apan from the occasional bug 
(like the dark location mentioned 
earlier), the very slow pace and 
(he need to reload data from cas- 
sette if you QUfT or die, I found 
myself becoming more and more 
involved in Tolkien's world. I am 
inclined to think that (his is more 
of a tribute to Tolkien than to 
Melbourne House, but neverthe- 
less I feel this is a game I can safely 
recommend to the more wealthy 
Wizards among us. 

Atmosphere 86% 
Interaction 85% 
Lasting Interest 87% 
Value For Money 8 1 % 
Overall 85% 



THE WHITE 

WIZARD'S 

MAILBAG 

Letters galore (his monih, not io 
mention the frenzied pleas on 
MiCTonet and BT Gold. 
Interestingly, the nitty-gritty of 
the postbag this time seems to be 
the use of disk drives. When the 
Wiz first started this col umn back 
in (gasp) 1985 disk-owning 
wizards were definitely in the 
minoriiy, but in (he last few 
months I've noticed an increasing 
number of correspondents 
inquiring abou t disk-based games. 

'1 recently bought a disk-drive/ 
writes Darren Cooper of 
Aylesford, 'and decided to treat 
myself io a couple of disk 
adventures. Is there a chance of 
you doing a feature on the best 
disk-drive adventures in a 
forthcoming issue?' 

Well, I'll certainly consider It, 
Darren, but in the meantime keep 
an eye on these pages because we 
tena to review disk-based games 
every month now, and they arc of 
course rated just like any other 
game so that you can see which 
ones the Wiz particularly 
recommends. However, it's worth 

C3 in ting out that I do apply rather 
igher standards when judging 
disk-based adventures — a game 
that would be 'just about OK' on 
cassette would receive lower 
marks if it were available on disk 
only. Disks offer obvious 
advantages for adventures 
(witness Infocom, for example) 
and any disk-based game that 
doesn't make use of those 
advantages is not going to be 
viewed with favour. 
Another new disk-owner is 

Sanjav Keswani of London. 
Mmdsnaaow was the first disk 
adventure I've ever played. I 
immensely enjoyed solving this 
game, ana if most disk adventures 
are as good as this, then BOY! I 
know I'm in for a fantastic time. 
When I finished Mindshadow, I 
staned playing the Tracer Sanction. 
and found it rather easy 

Well, San jay, there are indeed 
many disk-adventures as good as, 
or even better than, Mindshadow. 



My own personal favourite, 
which I would recommend to any 
adventurer, experienced or not, is 
Suspect from Infocom. This is a 
modem whodunnit with the 
player in a race against time and 
the police, but if you'd prefer a 
more traditional sorcery and spells 
type game then go for Infocom's 
Sorcerer — a truly excellent 
adventure of its kind. Not that 
Infocom have the monopoly of 
good disk-based games — y° u 
could do worse than try 
Activision's Borrowed Time 
(reviewed in the lasi issue). 

Will Blake also wanted me to 
recommend some adventures, bu( 
ones without any 's*"*"ing elves 
and gnomes and so on , . . My 
problem is one of inexpert ence as 
much as anything. I always enjoy 
computer adventures but usually 
find them loo frustrating to 
persevere with due to (he illogical 
nature of some of the problems 
I've encountered. Level 9's Return 
to Eden, for example — planting 
bricks to grow houses — come on! 
It ain't logical!' 

Well, Will, I agree with you — 
bui it's all a matter of personal 
taste and some people find such 
puzzles (he very stuff of life itself. 
If you or anyone else wants 
something a little more logical 
then I suggest you try The Worm in 
Paradise (Level 9) or Valkyrie 1 7 
(Ram Jam Corporation), The latter 
is particularly noteworthy for its 
'real-world' scenario, though I 
didn't approve of finding Piranhas 
in a European fountain! 

Steve Bird of Nonington is 
stuck on Valhalla. So, to be honest, 
is the Wiz, who still has a copy 
lying on his shelf but hasn't 
actually succeeded in finishing it 
yet. Anyone out there got a 
complete solution they could send 
me? I'll then publish parts of it for 
those in need. 

Andrew Leighton of 
Accringion is another Wizard 
trying desperately to save up for a 
disk-drive, or so he says. He also 
wants to know why we publish so 
few tips for games each month. 
Well, Andrew, to be honest I've 
always felt that the importance of 
tips columns is slightly over-ratcd. 
I prefer to concentrate on 
publishing the names and 
addresses of people who can help 
you when you're in difficulty, 
because I think this approach 
helps to foster the comradeship so 
necessary to successful 
adventuring. However, I take note 
and shall do my best to include 
some more tips in future. 

Finally, I had a lot of mail 
(predictably!) about the printing 
errors in the Christmas issue that 
confused the various adventure 
games and their respective 
descriptions. So we had 'Zork 
1,11,111 — a Quilled story of 
naughty girls', a description which 
should, olcourse, have been given 
to The Secret of St Brides. 'I 
suggest', suggests Tommo of 
Cleethorpes, 'that you hire a cleric 
and allow him to do a 'remove 
curse' on your staff — and also 
that you have a swift look at your 
own protective pentacles'. I snail 
indeed. 
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This month's 
Timely Tips . . . 

As usual ihc Wiz has been 
inundated with cries for help this 
monih — despite my plea to 
fellow Magicians that I cannoi 
answer such missives personally. 
The truth is that if I were to sit 
down and pen a reply to everyone 
who wrote in from the Goblins 
Dungeon, let alone all the other 
locations you're stuck in, I'd never 
have to time to cat. lei alone write 
this column. 

However. I'll always do my best 
to relate the tips given here to your 
queries- And of course there arc 
always those brave Wizards and 
Witches in Clever Contacts who 
can help if need be. 

For tnis month's tips I am 
indebted iqRB Trevlss, Fred 
Flowerday (The Hoopiest 
Frood), and of course my humble 
self... 

Erik the Viking 

Maze uouble? Try NENWWSS 
OpenS 

Eureka Roman 

Soothsayer requires eggless 

chicken 

Say Ave Caesar to old Fiddlesticks 

Eureka Germany 

Use bayonei to avoid mines 

Eureka Prehistoric 
Deserted? SE S Drinkies S S 

HLtchlkers 

Can't do anything once on ship? 

Use your nosc- 

Can't think of anything to do on 

Zaphod's ship? Turn your hearing 

aidupl 

Wild West 

Oh boy. there have been quite a 
few writing in about this onel Try 
the following for starters . . . 
3 1 3 12 1 23 J 1— and that's ail 
ihe help you're getting! 

Never Ending Story 

If you can't get to part 2, you 
obviously haven't tried blowing 
the horn. Even then, you'll have 
to fly, and make sure you've got 
some glass with you! 




CLEVER 
CONTACTS 



Come all ye faithful, joyful, and 
triumphant! This is the page 
where ad venturers all over the 
world can get together and pass on 
the valuable experience they have 

S'ined on their travels. If you've 
ished a game (or games — 
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clever clogs) and want to go down 
in history as one of the Chosen 
Few, then let me know! Write to 
the White Wizard's Dungeon, 
PO Box 10, Ludlow, 
Shropshire, SY8 1DB. All details 
on a postcard please. IT you're 
writing requesting help, then 
please tw aware that I may not 
always be able to find room for 
your request on these pages. The 
best course of action by far is to get 
in touch with one the adventurers 
listed below offering help on the 
game you 're stuck on. The While 
Wizard may be immortal, 
ingenious, and big-headed, but 
he's only human and can't answer 
every letter he receives. If you 
have a modem, you can contact 
me on Prestel. My mailbox 
number is 919994854. Telecom 
Gold subscribers can reach me on 
83:JNL2?I. 

Club Help Offered 

The Questline Adventure Club 

is still running strong in Oxford. 
Tony Treadwell — the first man 
ever to be nominated a demi- 
Wizard by 01' Whitey (back in the 
days of the first ZZAPt issues) — 
will endeavour to help on all 
matters magical, vegetable, and 
mineral. Questline also appears on 
Compunet and Micronet, so 

Sou can catch diem there if you 
ave a modem. For free 
membership and a newsletter 
(very informative and packed 
with tips) send an SAE to: 
Questline, 17Headley Way, 

Headlngton, Oxford- Tel 

(0865) 6*637. 
Adventureline run by Roger 

Garret, is still alive and kicking, 
despite rumours to the contrary. 
However, Roger is no longer 
contactable on the 'phone, so 
letters only please to 
Adventureline, 52 MIcawber 
Way, Chelmsford, Essex, Tel 
(0245) 442098. Please nole that 
membership (plus newsletter) 
costs £1.00. 

I f there are a ny other clubs out 
there In the big, wide world and 

tou wish to enrol the White 
/izard's readers through these 
pages then write in with full 
details and samples of any 
newsletters, membership cards, 
badges, gold bars, etc. to me. 
Readers will, however, appreciate 
that I am unwilling to publicise 
clubs unless I have good evidence 
that my beloved readers are going 
to get good value from (hem, and 
aren't wasting their stamps and 
hard-earned guilders in sending 
off for membership. 

Help Offered 

Heroes of Kam. Empire of Karn. 
Catacombs, Eureka. Hulk, 
Spidcrman, Munroe Manor, 
Hobbit, Forest of Doom. Pyramid 
of Doom, Quest for Merravid, 
Holy Grail, Twin Kingdom Valley, 
Dungeon Adventure. Castle of 
Terror, Golden Baion, Perseusand 

Andromeda, Witches Cauldron. 
Classic Adventure, Arrow of 



Death Pan I, Pirate Adventure, 

Ten LilUe Indians, Ring of Power, 

Aztec Tomb Pan 1 , Gremlins. 

Jewels of Babylon 

Simon Gaunt, Tel. 0302 7269 17 

between 5pm and 9.30pm 

only. 

Return to Eden, Red Moon, 
Eureka, Terrormolinos. Bored of 
the Rings, Doomdark's Revenge, 
Sherlock, Hampstead, Robin of 
Sherwood, Urba n Upstart, 
Starcross, Spidcrman, Hulk, 
Hobbil. Mindshadow, Twin 
Kingdom Valley, Subsunk 
Ivan, 54 St Johns Road, 
Colchester. Essex. Tel 
Colchester 860597 after 4pm. 

Valhalla. Waxworks, Golden 
Baton, Hulk, Spiderman. 
Snowball, Arrow of Death Pans I 
and 2, Hobbil. Hitch-hikers Guide 
to the Galaxy, Terrormolinos. 
Hampstead, Eureka 
Nick Wright, 1 Eastleigh Drive, 
Mickleover, Derby, DE5 5HZ. 

Urban Upstan, The Helm. 
Subsunk, Cfcrcus. Ten tittle 
Indians, Perseusand Andromeda, 
Arrow of Death Part I , Hulk, 
Spiderman, Advent ureland. 
Secret Mission, Sorcerer of 
Claymorgue CasUc, Gremlins, 
Lords of Time. Colossal Adventu re 
Gavin Berry, Z5 Beauvale 
Road, Hucknail, Nottingham, 
NG156PFTel (0602)615117 
between 2pm and 5pm only. 

Red Moon, Lords of Time, 
Adventure Quest, Fourth 
Protocol, Lords of Midnight, 
Hobbil, Twin Kingdom Valley, 
Gremlins, Hampstead, Tower of 
Despair, Empire of Kam, 
Spiderman 

Sanjay Keswani, 76 Girdwood 
Road, London, SW18 5QTTel 
01 788 75 1 1 not later than 
9.0Opm. 

Heroes of Kam , Empire of Kam, 
Gremlins. Hobbil. Terrormolinos 
Kevin Murphy, 1 J Munro 
Street, Kirkcaldy, Fife, KYI 
IPX Tel 0592 201384. 

Hacker, Dragonsworld. 
Hampstead, Empire of Kam, 
Heroes of Karn 

Lvnn Leech, Tel 0942 606900 
alter 6pm and Sundays. 



Heroes of Kam. Voodoo Casde, 
Ten Little Indians, The Lost City. 
Wizard of Akyrz, Quest for the 
Holy Grail, The Hobbil 
Paul Flanagan, 6 Corry, 
Betleek, County Fermanagh, N 
Ireland, 



Zork 1.2.5. Enchanter. Sorcerer, 
Starcross, Suspended, Planetfall, 
Hiieh-hikers Guide to the Galaxy 
Nigel Morse, 1 1 Green Lcafe 
Avenue. Wheatley Hills, 
Doncaster, DN2 5RG Tel. 
Doncaster 61672 between 6pm 
and 8pm, weekdays only. 

Eureka 

Andrew Froggatt, 195 White 
Swan Road, Mt Rosklll, 
Auckland 4, New Zealand. 

Gremlins, Fourth Protocol. 
Hobbit, Empire of Kam. Snowball, 
Lords of Time, Red Moon, Twin 
Kingdom Valley, Tower of 
Despair, Mindshadow. Tracer 
Sanction. Spiderman, Adventure 
Quest, Lords of Midnight 
Sanjay Keswani, 76 Girdwood 
Road, London, SW IS 5QT. Tel: 
01 788 75 1 1 before 10.00pm. 

The Hobbil. The Hulk. Spiderman, 
The Time Machine, Return lo 

Eden 

Clyde Meli, Villa Yvonne, 36 

TaTCbiex Terrace, TaTtbiex, 

Marin 

The Hobbil, Tower of Despair, 
Eureka, Perseus and Andromeda, 
Colossal Cave, Wizard of Akyrz, 
Munroe Manor, Fourth Proioonl 
Parti 

Geoff Wing, 171 Beadlemead, 
Netherfield, Milton Keynes, 
MK6 4H V Tel: 0908 661287 

Hobbit, Heroes of Kam, Empire of 
Kam, Gremlins, Terrormolinos, 
Never Ending Story 
Kevin Murphy, 13 Munro 
Street, Kirkcaldy, Fife, KYI 
IPX Tel; 0592 20 1384 



PLEASE NOTE: Respect your 
fellow adventurers. Never phone 
after 10.00pm (earlier if 
specifically mentioned above) and 
ALWAYS enclose a stamped 
addressed envelope if you want a 
reply by post. 



Contacting the Wiz! 

The Wiz can be contacted c/o Zzap!64, 
1-2 King Street, Ludlow, Shropshire. If 
you'vegota modem, you can access him 
via Micronet/Prestel (Mbx no. 
919994854) or BT Gold (83:JNL251). 

Please note that the White Wizard 
cannot answer individual enquiries 
from lost adventurers. If you're really 
stuck, then try asking one of the Clever 
Contacts for assistance. 



t ^ef ar distant future, assemble tfj e 
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California Gold Hush 1849 - 
Deadly scorpions, beastly bats. 
jnd numerous nasties are on the 
Hitch as you search the 
cavernous g»id mines of 
California. 



IntergalactK Spaceship 3536 - 
You art now in the far distant 
future, guide your craft to the 
alien planet but don t venture 
onto the surface for too longin 




Mythological Greece 43BC - 
A confrontation with Medusa, a 
fight to the death with only 
jrour magical shield for 
protection. 
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CrtonUl Salem. MA 1692 - 
Hubble. buHHe. toil and trouble, 
mii a ghastly witches Brew and 
you II win through. But watch 
out for the flying broomstldi 
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Stone Age 9600BC - Explore 
I he dark and dangerous caves erf 
prehistoric times, you II need 
strength and cunning lo reach 
your goal. 
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ial C«ntr«. Hen eage Street. Bit minghHh 



iA: 021-359 881 





FROM YOUR 

64! 

With some help from the others, GARY PENN 
discovers that with DATEL'S new add-ons, 
the art of noise lies less with the singer than 
with the song. 



So you wanna be a superstar, 
kid? You reckon you got what it 
takes ? Well if you haven % I'm 
sure we have. Just take a seat, 
doas you're told for five minutes 

and you'll go far. Take my word 
for it. 0K r what's your name 
then ? Julian Rtgnall, eh ? Hmm, 
doesn't sound too convincing. 
Nevermind, we'll work on that 
later... 



With the aid of the Datel Sound 
Sampler hardware add on 
and software you can digitally 
record voices and sounds in the 

comfort of your own home, plav 
them back and even edit them. 
For £49.99 (post free! you get a 
plastic boxful of electronic bits 
to stick into your user port, a 
microphone and an aud io lead 
for output to either a television 
or an amplifier. The software 
comes on either disk or cassette , 
you decide. 

The sampler is simplicity in 
itself to use. Just load up the 
software and type in a SYStem 
call to get a menu. From here 
you can sample a sound by 
selecting the RECORD SOU NO 
option and speaking into the 
microphone. Recording is 
triggered by the sound level, so 
all you need to do is speak loud 
enough , . , 

Right kid, this is it VourBIG 

chance. What I want you to do 

is.. . 

'Can I say something? 

No, but that's great ! We'll use it? 

I can see this is going to work 

just fine ! Now repeat after me: 

'Hello'... 

'Hello'? 

Like it! Like it! You've got style, 

kid. And that's S-T-Y-L-E in big 

capital fetters with hyphens in 

between. 



Once you have sampled a sound 
it can be played back, dubbed 
over or, if you are feeling 
adventu rous en ough, edited 
through the sequencer. Here, a 
previously sampled sound can 
be disected and rearranged or 
played back at 25 different 
speeds using the keyboard. You 
can then record a sequence of 
sounds and play them back or, if 
the mood takes you, play back 
the sampled sound in a loop. Oh 
yes, 'scratching' is also 
possible... 

'Hehehehehehello'? Will you 
listen to that! Neat kid, really 
neat. 'Can I say something*? 
J Can I, can L can I say 
something'?/4w/f/o7»f/ Thisis/Tt 
This is muzak' This is art! This js 
. . . Gonna make us a fortune — 
er, you too, kid. Now let's go for 
something a little less contrived 
—howabout; 'Max Headroom'? 
'Max Headroom' 
0-/C''MMMMMMMax. Max. 
MMax Headroom, Max 
Headroom'. Love it! Looove it! 
Howabout: 'Big Time'? 
'Big Time'? 

'Big Time. BBBBBig Time. Big. 
Big. Big Time'. Oh wow! Right, 
next we'll try some echo . . - 
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Yes, sound can even be sam pled 
with echo and very jolly it 
sounds loo. Parameters such as 
the record/play rate and the 
echo effects delay can be altered 
for added effect . . . 

Boo'l 

Nice. kid. Nice. Now let's see 
how that sounds: 'Boo! (Boo! 
Boo! Boo! Boo!} BOO! (OO! Oo! 
oo!)' Elsiicko! Wrap nl$4it> 
Now we're really rotting , , , 

Finally, there's the live effects 
option which allows you to 
speak to ihe world through your 
television. Your voice can be 
distorted with either 
reverberation or echo, the 
former creati ng a distance 
effect. There is also the facility to 
speak like a Dalek if you so 
desire and once again, various 
parameters can be altered. 

Listen good, kid. This is your big 
chance. This is for REAL! We're 
gonna do some live stuff, do you 
think you can cope with that? 
'No (oh, oh, oh, oh. oh, oh, oh, 
oh, oh|' 

Coolerooni! Keep it up. KEEP IT 
UP! 

'Uh? (uh. uh, uh, uh, uh, uh, uh)' 
Beaut I BE- YOO TJ I can see it all 
now! Kids screaming for you, 
kid. CJaw/ng at your clothes — 
your very person f Ali of them 
delirious tittle girls hanging on 
your every word, just yearning 
foryou to open your mouth and 
We've got to go for a recording 
now! NOV// 



Unfortunately, sampled sounds 
can 't be saved out for future use, 
although you could always 
record them onto audio tape. 
This is rather annoying, since an 
otherwise excellent value for 
money package is let down by 
inferior software. The add on 
itself is superb and the sound 
reproduction is of the highest 
quality, but its potential just 
can't be utilised fully due to the 
lack of facilities, such as a 
waveform editor which would 
be very handy. However, the 
Datel Sound Sampler is 
relatively cheap and is still worth 
looking at (or rather listening to). 

Right kid, that's it. Please don't 
cat/ us — we won 't call you . . . 

But if sound sampling isn't your 
scene, how do drums of th e 
digital variety sound? The Datel 
Corn-Drum digital drum system 
costs £29.99 for either t he disk or 
casette version and also 
consists of a hardware interface 
to plug into the user port. Then 
all you have to do is load up the 
software, run it and you're ready 
to go.. . 

Well not quite, since you need 
a drumkit to play with. There a re 
three provided — each must be 
loaded in separately and contain 
eight drum sounds. At your 
creative disposal are bass 
drums, snare drums, torn toms 
(hi and lo), cowbells, claps, hi- 
hats (open and closed), rims, a 
cymbal, a tamborine and a 
cabasa. These can either be 




played live or used to compose 
rhythms and ultimately 'songs'. 
Further Voices' will be available 
on tape or disk later this year. 

Should you choose to display 
your musical talent by 
improvising, ie playing live, 
there is the option of a 
metronome to help keep time. If, 
on the other hand, you prefer to 
be creative at a more leisurery 
pace you can always compose a 
rhythm or two. In fact up to eight 
different rhythm patterns can be 
built up and if you wish, strung 
together to form a 'song' . A 
pattern is entered by either 
playing it live or building it up a 
couple of notes at a ti me. Songs 
can then be 'written' by taking 
previously defined rhythm 
patterns and joining them 
together. A maximum of fifteen 
patterns can be used to form a 
song, although they can be 
repeated, and up to three 
instruments can play at once. 
Tempo can be adjusted in all 
cases. Wh en you feel sufficiently 
happy with your work, it can be 
saved out for other appreciative 
ea rs to hear at a later date. 

Although there is occasionally 
a 'click' at the end of some 
sounds, the overall quality of the 
drums is superb, which is hardly 
su rprising as the hardware 
supplied is the same as the 
Sampler's. Though the software 
is sufficient and relatively easy 
to use, it could be better. 
However, this doesn't 
significantly mar an otherwise 
excellent package. Check it out 
— you shouldn't be 
disappointed, especially at the 
price. 




Julian Rignall appeared only 
once by the kind courtesy of 
Lloyd Mangram Artistes Inc. 

DATEL ELECTRONICS, Unit 8. 
Fenton Industrial Estate, 
Dewsbury Road, FENTON, 

Stoke-On-Trent 
Tel: (0782)273815 
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Jack Charlton < left), Mike Mahoney (centre, holding slip of pape»l 
and Gary Penn {right, with hands thrust inside pockets) drawing 
the Match Fishing vwinnert it the recent Earls Court Toy Fair. 




ESCAPE FROM THE 
ULTIMATE DUNGEON, 



THE DUNGEON l 
OF THE MIND' 

£5"^5 CASSETTE 
£<\'<\5 DISK 

AVAILABLE FROM 

KALISTI 
ENTERPRISES 

31BLAKEW00DC0U 
ANERLEY PARK 
ANERLEY 
LONDON 
SE20 8NS 



GOING IN TWO BY 
TWO 



Rino's next release (remember 
Z, their first?! is Ark Pandora, an 
icon driven arcade adventu re 
with animated graphics, 94 
screens to explore and many 
nasties to hinder. There's also 
music by Ben Daglish (see 
Shadowspiel for more 
information on this up and 



YIEHAR! 

Next monih sees a full review of 
System 3's Internationa J Karate. 
Yes, after much delay it's finally 
made its way to the ZZAP! 
offices and very impressive jt 
looks too. Archer Maclean did 
the graphics and the music is by 
Rob Hubbard. Both are superb, 
but as for the quality ot game 
itself . . . Well, you will have 10 
wail until the next issue for full 
critical appraisal. 



A screen from Rino's new A«k Pa ndoro 



coming talent) and a screen 
designer supplied, wh ich allows 
you to completely redefine the 
scenery. Now there's a novelty. 
As there is a copy of the game 
sitting in the office at this very 
moment, there wil I most 
certainly be a full review next 
month . Ark Pandora will be 
released on the 10th of March 
and retail at a price of £9.95 on 
cassette or disk. 




\j <o 
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Fans of the arcade games 
Xevlous and Time Pilot 84 migfix 
be interested by two games 
soon to be released by 
Bug-Byte, who were recently 
reincarnated by Argus Press. 
Miss/on Olio and Otlo — - The 
Final Assault, better known as 
0/Vo/and // respectively, are two 
games of similar nature to the 



aforementioned arcade classics . 

Mission Olio is loosely based 
on the Xevious theme and is a 
vertically scrolling shoot em up, 
with plenty of aliens and the like 
to blast out of the sky. On the 
other side of the tape will be Olio 
— The Final Assault, a Time Pilot 
84 done, featuring Z style bas- 
relief graphics ondlots of action 
over a full -screen scrolling 
background. 

Both games will be released 
back -to-back on one cassette at 
a retail priced C2.95. 



FRSTCOnPUTER REPRIR5 




VIDEO VAULT INTERNATIONAL 
1 0* RE PAIR SERVICE QC3i£ 



THE NO t 

REPA |R CENTRE 
INTHtaK 
OTHERS \ 
FOLVOW 
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COMMODORE 64 REPAIRED FOR ONLY £35.00 including P0ST& 
PACKINC PARTS INSURANCE - NO HIDDEN EXTRAS! 



Are you fed up waiting weeks for 

your computer to be repaired 

well wait no longer wereoalran 

Commodores tame day. weaiso 
doCam16.VteM.is*iou* 

Drives, plus 4. or you can order 

trie Mpooemnt Chips front our 

Pit, section. 



* while you wait repair service 

* 3 rnontn written guarantee on all 
repairs 

* international Repair Company We 
repair computers from all over trie 
world 



* Most commodores rapMrtd 

wttttmnr. 

* AIIMtcrosinsureflforretumtoumey 

* Overayeafsexpenencewondngwltn 
computers. 

* All computers fully tested 



All computers sent Mall Order turned * PowersuppileshJiiytested. 
around In 34 hrs. * RGB output fully tested 






BEST SERVICE - 



TRADE SUPPLIED 
FROM STOCK! 



-M : j • 



?.«>£* 



&f3i% 



*°»-») (^^}wSS^I§D.\y.sEci\ofi- 



.-.%■■'" 



Telephone: Glossop (STD 04574) 665S5/67761 
140 High St. West, Glossop, Derbyshire, England 



Copyright videovauitud No. 151085 



if you Know what chip has gone in your compucer you 
can order trie replacement i.e. from our range. 



6526 

6510 

6581 

901227-03 

901226-01 



23.00 
23.00 
23.00 
23.00 
23.00 



901225-01 23.00 

6569 23.00 

41 64 RAMS 3.00 

Power Supply 

Units 29.00 



All prices Include V.A.T.. please ADD £1.50 to cover 
P ft P and handling costs. In surance. 



BACK NUMBERS 

Don't miss out on earlier issues! 




We keep a limited stock of back numbers to ensure your collection is complete, 

after all, we wouldn't want any gaps in those 22AP! binders, 



No I May 1986 
No 2 June 1985 
No 3 July 1385 

N0 4Ausjusi1985 

NO 5 September 1985 

NQ 6 OctOt>6r 1985 



NOW'S YOUR CHANCE! 

• OUT OF STOCK 

• OUT Of STOCK 

• DiopJone • Entombed map • AirwoH mep • Arcade bonanza • 
Paradroid diary I • Chaw v Chess 

• Fourth Protocol/Exploding Fiat/Beach Head W • Shadowlir* 
map V Denton Designs • Paradroid diary II 

• Summer Games ir/Frankie/Shyfox • 64 Surgeries • Paradroid 
diary III • Terminal Man starts • Spy v Spy ll/Mercenery previews 

• Flying High — simulations 

• Ptt Penoti • Wuardrv /Nexus previews • Electronic Pencil Co • 
Ziapstich! • ParadroW diary IV • Flying High II 



No 7 November 1985 
No 8 December 1986 

No 9 Christmas Special 
No 10 February 1986 

No 11 1966 



• Paradroid Gold Medal • Little Computer People 

• TjBpstiekIS Pull -out poster •Mbsterfalaster II 

• Zoids/EJehtraglide previews • Kiddie games 

• Electrosound Gold Medal • David Crane Interview 

• Andrew Braybrook • Archer Maclean • Mlnter 
Strikes Beck • Rockford' s Annual Roundup • Inside 
ZZAPI Towers • Readers' Awards • 20O0AD Speak 

• OHverFrey-stat UntJerwu ride Mep 

• Tony Crowtfver • Martin Ga rways music 

• Cornpunat An Gallery •Lucasfilm Interview I 

• Eidolon and Bounder Gold Meders •Cornpunat Art 
Gallery • Fight Night • Deus Ex Machine* Rtvs 

• Tony Crowther end Martin Gerway Interviewed 

• Underwurlda Map Part II 



I would like to order ZZAP! 64 Back Number(s) 

Please tkh the correct boa 30405060708090100 11Q 

BACK NUMBERS SPECIAL OFFERS 

• Any throe or four issues ordered at the seme time — 40p off totil 

• Five or more issues ordered at the seme time — 20p off each item. 



PRICES 

•ALL BACK ISSUES NOW £1.20 including P&P, 

ENVELOPE, STAMP, and loving care from Auntie 

Fran, Famous Back Issue Personage 
•Overseas orders: £2.00 per magazine 
(they cost a fortune to send) 
•Special Offer discounts still apply, so get in quick ! 



Name . 
Address 



Postcode 



Please make cheques/ postal orders payable to ZZAP. H is best to avoid 
sending cash payments. Please do not enclose any order with mail to the 
edltoml 5ld0 ol the magauine as th is may result In delay* Send vnur orders to 
the address below: 

Number of issues ordered 
Less discount if applicable 

Total cost £ 
I enclose a Cheque or Postal Order for the TOTAL 



BACK NUMBERS, ZZAP! 64 MAGAZINE, 

PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB 
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Back into the mist-shrouded past we go to study the 
scriblings off a small tribe of reviewers. In this nost- 
algic retrospective we analyse the conclusions of the 
then two-month old ZZAP! team. Have the games 
under scrutiny in issue two survived the test of time? 
Were they over or underrated? We shall see, as Gaz 
and Jaz cast a beady eye over their conclusions and 
sensationally reveal their innermost thoughts. 



GAMES ZZAPBACKED: 
Everyone's A Wally 
International Basketball 
Lode Runner 
M.U.L.E. 
On Court Tennis 
Pitstop II 
Super Pipeline II 
Theatre Europe 
World Series Baseball 



EVERYONE'S 
A WALLY 

Mikro-Gen 

Issue two certainly saw some 
controversy in theZZAP! offices. 
The first game guilty of sti rring 
up conflicting emotions was the 
follow up \oPyjamarama. 
Featuring multicharacter 
control , the idea of ths game is 
to find the combination of the 
local bank's safe. Each of the five 
characters has a job to complete 
before the combination is 
recovered. Bob Wade loved the 
program and reassured us thai 
'getting started may be 
frustrating, but once the tasks 
sta rt to get solved you'll have 
hours of fun cracking each job'. 



Gary, too, was very enthusiastic 
and said 'EXTREMELY 
compelling'. Julian, on the other 
hand, didn't like the game and 
kicked up a fuss, but luckily his 
comment was 'lost' and never 
appeared . . . 

/ remember realty moaning 
about this being a Sizzler— I 
thought it was really boring. The 
graphics are big and Jolly and 
the multicharacter control 
method is a really nice idea and 
works very well. There's plenty 
of humour within the game, out 
really it never really made me 
smile. 
JR 

Unlike Julian, I thought that 
Everyone 's a Waf/y was a great 

Siame and deserved the ratings. 
t's the best of the Wally trilogy 
and I thoroughly enjoyed 
playing it at the time. 
GP 



(Jaz) Personally I think it should 
have just missed being a Sizzler. 
more like an overall in the mid 
70% region. 

(Gaz) I reckon the ratings were 
just right, although I don't think 
it would do as well if reviewed 
now. 



Just like its predecessor, 
International Basketball 
captures the spirit and 
atmosphere of a championship 
game. The game is very 
playable, although the top 
difficulty level isn'tthat difficult 
to beat. Like most games it's 
best playing with a human, far 
less predictable and far more 
enjoyable. 
JR 



INTERNATIONAL 
BASKETBALL 

Commodore 

The immensely popular 
International Soccer had been 
out for quite some t ime when its 
f ollow-u p arrived at the offices. 
Featuring excellent animation 
and gameplay, the game offers 
ninelevels of computer 
opponents and a two pSayer 
mode to keep potential 
basketball players goiho, for a 
long time. The intrepid trio 
certainly enjoyed the program 
and Gazza Penn admitted that 
"the game gripped me hard 
when I saw i t, and it hasn't let go 
several weeks later'! Julian too 
'loved every minute' and Bob 
predicted it would 'prove just as 
popular as Internationa I Soccer". 






Still enjoyable to get out and 
play for an hour, but I agree that 
it's better with two players. 
GP 
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(Jaz) I'm happy with the marks 
that we gave — although 
perhaps the value for money 
should be one or two points 
more, 

(Gaz) Presentation should have 
been higher, but otherwise I 
think we rated it fairly. 
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LODE 
RUNNER 

Ariolasoft 

Despite this 150 screen platform 
game's crude graphics and 
sound, the program scores very 
highly on its payability. There's 
also a screen design facility, 
handy if you get bored of the 
game or |ust want to torture 
your friendsl 'The game's sheer 
addiction Ikept my eyes propped 
open until the owls went to bed' 
was Jaz's admission. Bob: 'this 
will be a classic fora long time to 
come'. Gazza's nicely put 
summ ing up sentence told the 
world that 'some screens are 
amazingly difficult.' 

The cassette version of this was 
a bit of a pain to load, I stt'JI 
enjoyed praying this immensely 
challenging game. The graphics 
and sound ARE very primitive, 
but the program is great fun to 
play, /never used the screen 
designer, but Gary kn ocked up a 
very difficult ZZAPI 64 screen 
quite quickly. 
JR 

I thought Lode Runner was 
brilliant at the time and in fact 
still regard it as a decent game. 
It's great fun to play and is one of 
the best platform derivatives 
ever. Unfortunately, il didn't sell 
at all. Never did know why. 
GP 
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(Jaz) I think the presentation was 
underrated — there are loads of 
options. Perhaps we overrated it 
slightly? I feel that 80% would 
have been mo re fitting to the 
overal I percentage, but it's still 
one of the better platform 
games. 

(Gaz) Agreed, presentation was 
underrated, but Idon'tthink we 
overrated the game as a whole 
— the marks were fine. 



M.U.L.E. 

Ariolasoft 

More controversy was stirred up 
intheZZAP! offices by this pure 
trading game, In this one to four 
player game the players are 
dumped on the planet Irata ( read 
that backwards) and have to buy 
plots of land, then tap and 
market the produce. Plenty of 
crises arise during the game, 
and there are some pretty fast 
trading sequences. Gary and 
Bob liked the game, but Julian 
muttered, 'I played the game in 
the hope of excitement, I found 
little.' Gary recommended it to 
'both novice and skilled traders 
alike/ and Bob thought that it 
'should interest a wide range of 
people, giving plenty to do in a 
well presented program.' 

The only good thing about this 
game is the tune — it's a really 
exceilent number. I still think the 
game is boring, although I can 
see that it has much to offer 
people who Jike this sort of 
thing. 
JR 

Worth bearing in mind that by 
today's rating standard, this 
wouldn't make a Sinler, but it 
does offer a lot of involvement 
and stands u p well a yea r later— 
especially the music. 

f»f«»«WTATtQM OftOINAUTY 

91%tx==zr- 64%' Baser 



44%\;-i^ : ■ 72% 






62% 'A~-rS6% E™ 



81% 



(Jaz) I suppose the marks are 
pretty fai r, after ail as a t radi ng 
g ame it is ve-ry g ood . 

(Gaz) Sound should have been 
about 20% higher, but the other 
ratings seem okey doke. 







PITSTOP II 

USGoloVEpyx 

One player against the 
computer or two players 
simultaneously battling against 
one another over a series of 
Grand Prix circuits caused the 
young team to froth with Pitstop 
ll. Pitstops., refuelling and 
changing the tyres are all pan 
and parcel of mis excellent 
simulation. 'Pitstop II is a truly 
stunning and innovative arcade 
game and should prove to set 
new standards in the race game 
approach.' Bob admitted that 
'my joystick hand is killing me, 
but boy is it worth it,' while 
Gary's 'fantastic' paved the way 
for a very enthusiastic 
comment. 

I still think this is THE best racing 
game around. Its exceilent 
graphics and high playabiJity, 
especially with two players, 
makes this one of my favourites. 
It certainly pro ved to be popular 
amonost you readers too, and 
it's still riding high in the ZZAPI 
charts a year later. 
JR 

I couldn't agree more — Pitstop 

II is a classic game and I reckon it 
was underrated. It should have 
been awarded the Gold Medal 
as it was, and indeed is, brilliant. 
Unfortunately it wasn't due to an 
Editorial discrepancy. Shame 
that. 

GP 
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(Jaz) This is still underrated in 
my opinion, around 93/94% 
overall would make me feel 

happier. 

(Gaz) Presentation up slightly to 
somewhere in the low nineties 
and testability and overall, well 
into the nineties. 
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SUPER 
PIPELINE II 

Task Set 



The follow-up to Super Pipeline 
in fact proved to bean improved 
version of the original. The new 
features includeda cartoon strip 
between screens, two 
workmates to help you and 
some excellent new nasties. The 
object of the game is to defend a 
series of pipes from the 
marauding nasties, who try to 
break them. Fast and furious 
action combined with humour 
certainly makes it an appealing 
game. Gary commented 'it's 
tough and enjoyable enough to 
keep a wide range of arcade 
gamesters busy. Bob, hand 
waving emphatically from his 
chest, raved 'You're in for a real 
treat' 'Supersmooth, slick 
graphics and ca tchy tunes 
instantly attract,' said Julian. 



It was great fun, although like 
most arcade games, it only has 
short term appeal. A very jo fly 
game, and the cartoon bits are 
really funny. 
JR 

thought the original Super 
Pipelr'ne was good, but Task Set 
improved upon it immensely 
and this follow up was much 
better. Fun to play although it 
did prove monotono us with 
such little variety. 
GP 
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(Jaz) I think the testability rating 
was a bit steep, mid seventies 
would be better. The rest of the 
marks down by 5 to 10%, it has 
aged a little. 

(Gaz) Lastability down to high 
seventies and value for money 
around the same. 





THEATRE 
EUROPE 

PSS 

'Cold, grim, nuclear reality" was 
the sobering opening line to the 
Gold Medal review of this classic 
wargame. Everyone became 
very serious and settled down to 
become either Warsaw Pact or 
NATO forces in this simulation 
of World War III. Far from 
glorifying a nuclear 
confrontation the whole idea of 
the game was to avoid any use 
of nuclear strikes against the 
enemy. Gazza, obviously 
impressed, blurted 'the 
atmosphere generated is 
incredible, and virtually 
unrivalled by anything else on 
the 64'. Overawed, Bob wrote 
'this triumph of gaming and 
common sense should prove 
the most popularwar gameyet,' 
Jaz said, 'a far cry from the 
"blast the Commies" tone of 
other games'. 

/distinctly remember playing 
this for the first time and getting 
all hot under the collar when it 
went into chemical and nuclear 
strike mode. Although not a 
particularly brilliant wargame m 
itseif, all the various animated 
screens and the way it's put 
together add up to a classic 
program. 
JR 

On reflection this shou Idn't 
really have been awarded a Gold 
Medal. While it proved very 
atmospheric and addictive 
initially, the novelty soon wore 
thin and I think the ratings were 
probably influenced by our own 
short lived enthusiasm. 
Definitely overrated, although 
not by much. 
GP 
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(Jazl I'm still happy with the 
ratings, although perhaps the 
testability should be in the low 
eighties. 

(Gaz) Sound up to low nineties, 
but lastabi lity and value for 
money down to low and mid 
eighties respectively. 



ON COURT 
TENNIS 

Activision 

Anot her product which caused 
the knives to be sharpened was 
this tennis game. Chris 
Anderson bought it back from 
Activision and raved about it. 
Julian and Gary, on the other 
hand, weren't so im pressed and 
the sparks began lo fly. Over the 
next few days a furious 
argument ensued: Chris said 
'Sizzler' and the twain said 'not', 



but the editor had the fi nal word 
and Sizzler it was. Bob. who 
thought the game was 
wonderful said that it was 'easy 
game to get into, bringing rapid 
enjoyment and great 
addictiveness.' Gary, rather less 
enthusiastic, commented on the 
'pleasing atmosphere,' and 
Jools thought that it was 
'certainly a great game.' 

/ remember the arguments very 
eve// indeed. My comment was 
rather /ess titan flattering so 
Chris 'doctored ' it, to make it 
took like I enjoyed the game, 
something which should never 
have been done 
JR 

I virtually loathed this excuse for 
a tennis simulation and was 
disgusted by Chris Anderson's 
decision to make it a Sizzler, 
despite opposition from Julian 
andi myself. I just didn't like the 
control method and found the 
game unrealistic and slow to 
play, contrary to what was said 
in my comment at the t ime . 
OorVt know why I ended up 
saying what I did. but I suspect it 
had something to do with Chris 
being Editor.. . 
GP 
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(Jaz) Grooool Everything down, 
graphics by 10%, hook and 
Instability by 20%, sound by 
about 30% and the overall mark 
by about 15%. 

(Gaz) I wou Id have felt happier 
with both the hookability and 
lastability ratings lowered by at 
least 25% and overall by about 
the same. 



WORLD 

SERIES 

BASEBALL 

Imagine 

Imagine's return to the 
computer industry was heralded 
with World Series Baseball, by 
far the better of the two baseball 
simulations reviewed in issue 
two. All th ree reviewers agreed 
on this being a Sizzler. Gaz 
'loved it' and Julian regarded it 
an 'excellent release'. Bob, a 
mi ne of information, gave the tip 
'start against a beginner friend 
and move up to the expert 
(computer) later.' 

The computer opponent (not 
unbeatabtel is a real toughie, 
making the game challenging 
and there are some really nice 
graphical touches to boot Now 
that Hardball has been reJeased 
WSB has obviously been 
toppled from its position as the 
top 64 baseball simulation. 
JR 

An enjoyable romp, but more of 
a game than a simulation. I 
thought the small graphics were 
quite neat and I liked the overall 
appearance, in fact I still do. I 
remember there was some 
deliberation as to which of the 
two baseball games reviewed 
should be the Sizzler. As Saras 
I'm concerned there was no 
contest — it was easily this one. 
GP 
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(Jazl I think the marks are fine, 
apart from the graphics which 
could do with a five percent 
boost. 

(Gaz) Presentation up by about 

10%, otherwise no complaints. 
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O. Whaf is Game Killer? 

A. A revolutionary powerful cartridge that now lets you play all those 

impossible games without being killed 1 . 

Walk fearlessly through gunfire, disaster and danger without a scratch, 

0. Sounds difficult. 

A. Ifs simple. Just plug it in the back of your computer and press a button. 

Q. You mean I can play my games all flue way to the end. 

I don't believe itt 
A. Yes- incredible bur truel It works on all those thousands of games with 

sprite collision. 
O. Sounds like science fktionl I suppose it's available in 200 1 . 
A. It's here now! 
Q. I'll befieve it when I see ttl 
A. Exactly, so why don'f you go to your local 

computer shop. 

The Robtek Gameltiller is available from all good 
computer dealers. 

Enquiries lo Robtek (formerly known oj Robcom) L'd, 
36 Market Place. Falloden Way, London NW1 1 6JP. 
Telephone: 01-209 01 18. 

Patent and copyright applied (or 
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SPOT TH£ VOUCHBA { 



Though Elite on the Comm- 
odore seemingly fed a rather 
charmed life. ZZAPl went as 
far as to call it 'Game of a 
Lifetime'. Its Amstrad coun- 
terpart is not so lucky though 
— somehow Firebird man- 
aged to manufacture 15,000 
faulty copies of the game and 
6,000 were sold. To compen- 
sate for the error, Firebird 
decided to issue two pound 
vouchers, redeemable on 
any of their products, to 
anybody returning a faulty 
copy of Amstrad E/ite. The 
Shadow feels that such in- 
competence should be re- 
warded and awards ihis 
month's Rubber Fish of Stu- 
pidity to Firebird. In fact one 
man in particular: Mr Colin 
Fuidge. Colin, your prize 
awaits you ... ,, , 



a 



Slicing dauntlessly through the truth concealing mist and 
mi re of the software industry today. The Shadow returns 
once again to bring truthseekers everywhere thef r monthly 
bland of miracle and mayhem. Only The Shadow can bring 
you Rainbird's Tony Rainbird saying 'crap'. Only The 
Shadow can forgive such an outburst. Only The Shadow 
can elaborate with any co herency . ■ 



a asp/ pant! p*eu><! 

Coming soon from Bubble Bus is the Commodore 64 con- 
version of Starquake, a Spectrum game which received a 
CRASH Smash and many a rave review. Starring a cute little 
robot called BL0 B, the idea of the ga me is to retrieve a number 
of lost articles scattered about an asteroid, in order to prevent 
it from crashing into a black hole and causing a Starquake 
which would destroy the whole universe. Gaspl The taste is 
not an easy one due to the enormity of the map and unlike 
many games of this type and size, the underground caverns 
making up the main map are not very repetetive at all. Bubble 
Bus have allowed The shadow an exclusive glimpse, so . . . 
Feast your eyes I 




A 0RQWNG 
FRcm oti 

Ht*H'» 

A rumour filters thr- 
ough the smog to the 
ears of The Shadow 
that Firebird's sister 
software house. Rain- 
bird, coughed up 
£100,000 for a game 
called Reach for the 
Moon. This would be 
all good and well if it 
was a quality product, 
but apparently rt isn't 
and Telecom's finest 
have decided not to 
release this 'white 
elephant' after all. 
When ashed to qualify 
this rumour, Mr Tony 
Rainbird said: That's 
a load of crap and you 
can quote that. Other- 
wise I have no com- 
ment to make about 
Reach for the Moon'. 
How very strange. 
Watch this space for 
further enlightenment 



MoratKe 

ACTtoN.,. 



Gifted with 
the incredi- 
ble ability to 
both listen 
and talk to 
rvlastertronic 
s Alison 
Beasley. The 
Shadow was 
pleasantly 
surprised to 
(earn that 
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/for 

Rob Hub- 
bard, a man 
who made 
the 64 sound 
like a Casio 
VL-Tone. 
has fans in 
all walks of 
life. Appar- 
ently a 
Weish mem- 
ber of the 
public wrote 
to Master- 
tronic to see 
if there was 
any way of 
acquiring 
the score to 
Action Biker. 
It seems the 
local morris 
dancing 
team is short 
of suitable 
music and 
that Rob 
Hubbard's 
Action Biker 
is just the 
ticket. 

However, it's not for the adult 
morris dancing team, oh no the 
tune is far too whimsical for 
grown ups to prance about to. 
They want to use it for the 
Dinkies. their under six team 
who all love Action Biker appar- 
ently. Aah! Quaint, is it not? 



AVffAY 
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Obviously feeling a little bit 
eft out with all the recent 
excitement at British Telecom, 
whatwith alt the takeovers, the 
elligibly young and attractive 
Cofin Fuidgefrom Firebird has 
been out and about recently, 
causing havoc among magazine 
editorial staff by viciously 
attacking certain vital parts of 
their male anatomy. Colin, like 
the 'interesttn' Steve Davis, 
obviously likes to line ail his 
balls up before taking a pot shot 
at them and The Shadow, hidden 
in the darker recesses of a very 
fashionable software party recently, 
watched awestruck as the erstwhile 
ex-Woolworth's telly salesman from 
Firebird swiped most of ex-AWTIXI 
Editor Jeremy Spencer's 
nether-regions with a well-aimed 
blow below the belt. It isn't clear 
why the usually very placid 
Mr Fuidge should behave in this 
most unbecoming manner, but 
The Shadow suspects it has 
somethi ng to do with a 
Mail Order problem. 




FttHi Bar truSI 

Tb» Shadow's monihly award for 
incompetence, the Rubber Fish of 
Stupidity, is in fad a real fish. His 
name is Dim Dim and he recently 
enjoyed a fun afternoon in Shrews- 
bury, courtesy of ZZAP! reviewers 
Gary Liddon and Gary Penn and 
fortunately Newsfield Ace Cub re 
porter. Andrew Wright, was on hand 
to catch the cretinous aquanaut in a 
celluloid net... 
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Dim Dim decided 
phone up a 
riend from a near- 
by call box. but 
realised he couldn 
't dial since he 
hasn'i any hands. 

To cap it all, he 

forgot who he was 
going to- call In the 
first place! Slightly 
annoyed, our fool- 
ish rubber friend 
decided to phone 
the operator ins- 
tead, to claim back 
his money. Don't 
ask how he pot the 
money in. bec- 
ause h* doesn't 
know. He's stupid. 



While living 

it up in 

the 



Firebird's Mr Fui- 
dge trying to sell 
Dim Dim a colour 
television "> a 
local branch of 
Woofies. He does- 
n't know why. He's 
stupid. 



The Shadow appologises to 
Activision's Mr Gysh for mis- 
spelling his Christian name 
last month. It should have 
read M-A-T-l-N instead of M- 
A-R-T-l-N . Sorry Matin, it 
won't happen again. To 
compensate for any further 
character deformation, here 

is a picture of Matin wearing 
his infamous cream coloured 
prophylactic boots. Matin, 
you are 'well the trendy man 

in the street'. 




Big Apple recently, 

Herbie 'Hyperbole' Wright lost some- 
thing of more personal value than even Mr 
Spencer's manhood. Firebird's Top Man had every 
single item of clothing stolen from his hotel room 
during his absence. A veritable travesty! The 
Shadow wonders who would stoop so low as to 
remove this man's clothing and requests that 
the dastard returns them immediately, if not 
sooner. Maybe the thief is an entrepeneur 
seeking cheap decoration for his new, 
New York based Indian restaurant? 
There are problems enough in 
this industry and relentless 
clothes thieves don't 
help. 'Run along 
little »v boys' 



m mmpsnt you 

Talking of blonde-haired mega-programmers, Tony Crowther 
is once more on the move. After a mere year with Wizard 
Developments he's back off to Alligata. software company of 
his mis-spent youth. The bleached Boy Wander has also co- 
founded a new company of his own with Ben Daglish, a 
classically trained musician and program dabbler to boot. Their 
firm iscalled WEMUSIC (WE Make Use of Sound In Computers) 
and their function is to provide soundtracks for up-and-coming 
games. So far the duo have managed to piece together a most 
impressive demo disk which out-Hubbardsmanyof the better 
Commodore musicians. Hopefully these two companies will 
manage to hold onto the industry's equivalent of Monro for a bit 
longer than the others.. . 
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VCPoftTATtOM VffOCK SCfirtpAL 

makes a lot of hard and dedicated work pAff //AIUa/ 

to beGarvLidcton. reviewer of this parish. *^ TV ^ i^WPr. 

Care and polish goes into the finished product, reflected 

by the quality of supreme daftness the model exhibits. 

Invited recently on an all -expenses-pa id trip to visit 

ROM utility producers Robiek 
at their Rotterdam HO, the 
virgin air traveller dashed 
to Heathrow to catch the early 
morning flight sans passport 
(I've never had one'l. sans 
short term Visa ('I'm with the 
Midland') and without Driving 
Licence for last ditch stand 
identification ('forgot it, 
didn't I'). As a result, the 
Dutch Immigration officers 
turned Mr Ltddon back at Rotter- 
dam airport on the grounds that 
he could constitute an inter- 
national threat. Strange then, 
that al the same time they were 
hellbent on releasing a known 

insn bomber for lack of evidence, which puts Gary 

Liddon into that elite category of men (the club 

was inaugurated by Ponf ius Pilate), innocents who 

are exchanged for a criminal. 

PlooTij of 
76 'A «* fio* 

- mm! 




Dear Shadow, 
I wonder if any 
readers have 
noticed the re- 
markable res- 
emblance be- 
tween Electric 
Dreams sup- 
remo Rod Cou- 
sens and Dim 
Dim, The Rub- 
ber Fish of Stu- 
pidity. Are they 
by any chance 
related? 
Yours sincerely 
A Reader 



The Shadow was recently 
browsing through the last 
issue of ZZAP! and came 
across an advert for Gremlin 
Graphics' flounder. On close 
examination it became clear 
that the quote attributed to 
that most wonderous of 
monochromatic publica- 
tions. Computer Gamer, is 
not entirely their own work. 
In fact, a big slice of it is taken 
from rival pubfication Your 
Commodore. The Shadow 
suspects that it could be a 
result of Argus only having 
one office for both maga- 
zines . . , 
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The past month or so has seen the sad 
departure of Northern software house. 
Taskset who wrote several original and 
innovative games and earned the respect 
of many a programmer, amongst them 
Jeff Winter, in the process. Some of their 
more notable programs are Super Pipe- 
line I and II, Jamrnin', CAD CAM Warrior 
and more recently Rupert and the Ice 
Pit/ace and The Ff/ntstones for Quicksilva. 
When the news reached the ears of those 
present at the Newsfield party, there was 
no* a dry eye in the house. Pictured a bove 
is the angst ridden mask of Art supremo 
Oliver Frey, intently clutching his Taskset 
Memorial Mug. The Shadow salutes you. 
Mr Frey, for such a touching tribute. 

<5*/v« /=*cTy ta#££ Ms 



Out of the kindness of his 
heart, The Shadow is willing 
to offer you, the reader, the 
chance to win the very latest 
in deigner gloves. Each is 
attractively embossed with 
the Activision logo and made 
of the finest acrylic. The third 
and fourth fingers are miss- 
ing to aid grip and give that 
'distinguished' look. A glove 
will be awrded to the first 
thirty people to write to The 
Shadow; with pre-meld mat- 
erial pertaining to the above 
picture, iea caption. 
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Wel I that's it for this month truth seekers as the bonds of 
melding that form The Shadow fail. Remember, a shadow 
cannot exist without light and THE SHADOW is cast by the I ight 
of truth. Any information to further the quest for knowledge 
should be sent to ,,, 
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YOU'LL ALWAYS FIND ME 

IN THE KITCHEN ON PARTY LINE 



Last month Gary Uddon gave a brief out- 
line of Party Una and its shortcomings. 
Since then however, most of the 'flaws' 
have been rectified and there have been 
some significant changes, which make 
Party Line far more interesting and enjoy- 
able to use. The new system is really smart 
and features 'rooms' to chat in instead of a 
single area. You start in the 'lobby' and are 
told who else is on Party Line and which 
room they are in if they're not in the 'lobby'. 
Other rooms can be entered by simply typ- 
ing 'ENTER followed by the room name of 
your choice, which means you can hold a 
conversation in the 'sauna', the 'kitchen' 
say, or even the 'toilet' should you wish! Up 
to eight people can co-habit a 'I ocation ' and 
a maximum of thirty people can 'party' at 
the same time. 

If you're not sure where a person is, 
simply typing "WHERE followed by their 
name reveals their whereabouts. Better 
Still, you can 'call' someone to let them 
know you wish to converse! Party Line has 
certainly improved since its advent and is 
turning into something of a highly inter- 
active mini-adventure'. Intact it could quite 
easily do so, as the facility exists to throw 
dice of any number of sides — something 
which might be of interest to role playing 
persons. the use of 'rooms' gives Party Line 
a most unusual flavour and atmosphere, 
something previously lacking, and combin- 
ed with the ability to adopt a temporary 
alias, it proves great fun to use — especially 
if you let your imagination run riot! Else- 
where on this page is the transcript of a 
conversation that took pfcace on the new 
Party Line between Mr Liddon and John 
KrzcsJrekf, Compunet's Technical Sup- 
port. Unfortunately it crashed after a short 
while, but then it is early days - . . 

Chat aside, there have been a couple of 
interesting new appearances on the net, 
such as the Purple Press, the CNET equiv- 
alent of Private Bye as Gary Liddon affect- 
ionately dubbed it. Purple Press features a 
rather unsympathetic but humourous 
'problem page', a classifieds section, a let- 
ters page, a host of silly 'news' and a contr- 
ibutors section where budding hacks can 
display their talent. Such as Jeff Mincer, 
who uploaded a neat little science fiction 
story. Worth a look if you're after alter native 
entertainment. 

So What else is new? Graham Marsh, 
better known as the Mighty Bogg , has com- 
posed and arranged two new tunes — Shoe 
and Lettuce. The former is a bit dull a nd not 
a patch on the latter which is much more 
inspiring. In fact it has sufficiently inspired 
Gary Liddon and myself to compose some 
suitable lyrics. More of those next month 
though. Both pieces can be found at the 
Mighty Bogg's Music Hall — if you're willing 
to persevere: Mr Marsh's section has unfor- 
tunately become polluted with various 
pieces of flotsam and jetsam in the form of 
useless or irrelevant uploads. 

The Zapclub is going well, at least it 
seems that way, and the dung of the net, 
Nozin' Aroun', has attracted more than its 
fair share of 'flies'. The Dude, a man who 
gets aroused by his own reflection and apol- 
ogises to himself for being unfaithful, has 
dominated the section in an introverted 
kind of way and built up a following of sorts. 
There's even an Anti-Dude Society who 
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te declared all out 'war' on the cool cat 
_m where it's at But then that's to be 
expected if you insist on signing off 'Here's 
looking at me, kid'? 

Finally, CNET art supremo Bob Steven- 
son has been at it again and come up with 
some quite stunning artwork, a majority of 
which is featured overleaf with critical 



appraisal from ZZAPIs resident eccentric 
and Zen philosopher, Brlgttte Van 
Reuben She also casts a perceptive eye 
over the 'avant garde' works of Hugh Riley 
(AEW1J, a man whose style is not in the 
least bit derivative and whose pictures are 
the most orig inal and innovative of all those 
seen in the Hall of Fame. 



THE ART GALLERY 



THE HEADROOM ANIM- 
ATtOfrt . B.,h Stevenson) 

Since first unveiling hit AU« 
Headroom canvas, Stevenson 
has returned lo his obsession 
with a vengeance, providing us 
with an interne irtptych. show- 
ing Max (torn three slightly 
varying angle*. The rneW 
between portraiture and anim- 
ation Is beautifully expressed 
in the troren expression of the 
figure, and the exploration of 
light and shid* across, the 
planes of the (ace from frame 
io frame — note especially Ihe 
subtle gradations behind the 
darkened spectacles, height- 
rmng the esseniial mystery of 
the man and emphasising the 
slnlsteraspeci. 




OUR USA (Hugh Riley) 

The famous MonaLtsa painting 
by Leonardo da Vinci has been 
the inspiration lor many an art- 
ist. Riley In-- captured the dls- 
tu thing intensity of Ms Lisa'* 
stare, but avoided what made 
Ihe original disconcerting — 
the change of landscape heigh 
behind the head — in exch- 
ange (or adding something the 
computer can do that the 
painting cannot — now and 
again Ms Lisa winks. This isn't a 
cheap |oke, but an ptsenhally 
distancing ingredient . sever- 
ing the shackles of post- 
modernism in an attempt lo 
understand the relaiionshrp 
between subject and viewer. 



|UNO<8ob Stevenson) 

Ischesvine the heroes ol his 
>etler known oeuvre, Steven- 
son's most recent colour work 
portrays a mythical character. 
Part o* the pre-prandial school 
of meta- regurgitation Ism, the 
artlsl has laid the colour on 
thickly, richly mixing ochres, 
terra verte and chrome yet lows 
with impaslo whites to give an 
almost sculptured look to this 
quasi -chinolse imp. The orien- 
tal influence dates back to the 
Paris School ot the early twent- 
ieth century and even further 
back to the effete aesthetes of 
the Ftn de Siecle period, but 
Stevenson's vigorous brush 
work belies any camp effect* 
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THE ART GALLERY 






ANY OTHH NAME illimh 
Riley) 

Eal your heart out Pal rick Caul- 
field! Rfley'srose could be call- 
ed a pretty llowe r painting and 
nothing marc, bui In playing 
with the two dimensional par- 
ameters ol the canvas . the art- 
ist Is making some complex 
statements about the way In 
which we see three dimens- 
ional objects. The hegemony 
of mathematical perspective is 
overturned, freeing us forever 
from the tyrany ol perceptual 
conventionalism. This may be 
a rose, but by any other name It 
is a major event in computer 
art. 



CONCORD* (Kuril Riley) 

Riley's other art d' humour 
image Is of a 'a' more 
s-ubtte aspect than 40 Years. 
Here, high technology Is 
mi»ed with the- more earthly 
concerns o' wash day. Emph- 
asis is- a vital Ingredient in any 
artist's repertoire, and Riley 
has made us see the miracle of 
Concorde as a streak in the sky 
— virtually *n irrelevarsos 
alongside the importance ol 
clean linen. However, the jokl- 
rtest of the picture belies the 
compositional artistry ol this 
canvas, with its- bold, flat col- 
our fields striding across the 
blue void in vertical opposition 
to Concorde's horizontal 
speed. 
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THE TERMINAVOR 

lacksoni 



(Slii 



Mo re ludge Dreadful, ihls lime 
(turn the- brush of Jackson, an- 
Olher in the mainstream at 
Image re-user* like Stevenson, 
bul Jackson's concerns lie 
more in the direction ol bi- 
ceplual bulchism, The tlal 
enpreswon of Schwarzen- 
egger ha* been crudely eiag- 
geraied To present a pictu'e ol 
barely suppressed malevol- 
ence, culminating in ihe fore- 
ground in the powerfully dli- 
ecled Iphallic?) lire-arm. Clever 
use of the pink laser beam-*, 
balances ihe compositional 
aspects ol Ihe wonV and addh- 
lonally symbolise* the radiat- 
ing force o( anlipafty. 



40 VIA.RS tfCHNOLOCV 
(Hugh Riley) 

Moving from the the metkul- 
oui lo ihe sublime, ih* work 
awes more to ihe cartoonist 
than ihe artist, where nvo dis- 
parate ideas not usually assoc- 
iated" wilh each other, are 
brought cpgeiher In one- 
mage. There isiatime-hooour- 
ed iradtiton o( 'art' cartoon* in 
Punch magazine, Into which 
r JteRory this fall*. The lint vis- 
ual joke is ihe anisi siring his 
subject except he is using a 
ghi pen and not a brush o» 
pencil The second is ihe subj- 
ect 0*1 which he i% working; 
proving lhat a joke in strong 
lasle can in rise II be an. 




Again we are presented wilh a 
comic book hero In full flight 
of eiuberanl fancy, female 
sidekick in full chauvinist tow. 
The brash drawing and colour- 



ing ol this work echoes it* 
commercial source, but fails lo 
provide any real understand- 
ing of the nature of the hero or 
■ils original *>n. \\ remain* 
firmly uncommunicative, 

demanding ol the viewer an 
appreciation ol its own inbuilt 
r-ubtelhw. 
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Or*»nn Software is available from selected branches ofiC^KPYWHSMITH.^I 



Ocean House 6 Central Street Manchester 



JonnMennes 



WOOIWOMHXISH 




m 







^, 5NS Telephone 061-832 6633 Telex 669977 



Y$ 



Rumbelows, 



.Spectrum Shops and all good software dealers. Trade enquiries welcome. 
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■ THE COLLECTION 



The PSS WARGAMERS SERIES has 
been created lo combine elements of a 
strategy game Wee chess wrtli the added 
excitement of a graphic arcade game. 
The? are 'or the player who wants a 

serious but stimulating game lequmng 
both manual dexterity and mental agility 
The strategic level of the games ts played 
on a map system, wMsi (he tactical can 
be played in an optional arcad e style with 
you actually firing guns and missiles 



THEATRE EUROPE STRATEGY 
GAME OF THE YEAR 11*5 - CR'> 
ZZAP/AM- 



Theatre Europe portrays the next war in 
Europe Command either NATO or the 
WARSAW PACT lorces and control air' 
grounoVnuciear and chemical units 

Optional arcade sequences put you 
actually in the hoi seat. 3 Level game 
where Level 1 is lot beginners (the 
computer opponent will not use the 
Nuclear ophon) . Level 2 tS a 'rational" 
game following the accepted strategies 
of NATO and the WARSAW PACT. In 
level 3 the computer plays a highly 
unpredictable game where anything 
can happen 

- • ■ , ■■■ 

INCftt iftTUALLY 

■1IVALLED BY ANYTHING ELSE 
AP 64 JUNE 85- 
GOLD MEDAL AWAf 

■■NO SHOULDERS ABOVE 
AL L OTHER WARGAMES- A POWER- 
LESSON" CO Mil '85. 

'AIN_ 

A 3 level game wrlh you in control of 
fighter command dunng the summer ol 
1W0 Optional arcade sequences 
include flying a Spitfire m aenal combat 
and firing an anb aircraft gun in ground to 
air fighting 



BATTLE OF BRITAIN 
. 1? . ^ 





:V THE MOST PLAYABLE 

WAROAMES E VE R TOMPUTER 
85 

-AtfTIXDr 

&JP&1B ZZAPB! XWA5 '85 
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M IDAS - The Mtdas senes ol role playing 
real time graphic adventures are lotally 
expandable. Not only do you have 
stunning 3D fully animated graphics, 
real time interactive conflict and con- 
versation sequences, but you can 
transfer your player character into 
different scenarios from the Midas'ange. 
A series ol enpanswn modules are also 
planned to add new opponents, larger 
scenarios and different quests lo 
increase indefinitely the playing lite ot 
each game written with MIDAS 




WORDS & SORCER* 



5 iI"?I 




IT MAKES YOU THINK UORt 

\A RAVE - 
AMSTRAD ACTION FEB 96. 



*E COUCfPT OF ThE YEARtm 
CRA. AMTIX CAME OF 

THE MONTH" - C A VG JAN 86 

'CRASH SMASH"- JAN 86 



A C At ( S avail soon) £9.95 S A (C avail soon) 



SWORDS & SORCERY - represents the 
fust example ol the Midas range. As with 
all rote playing adventures, the aim ol the 
game is to develop yourcharacter-you 
might want to become an expert swords- 
man, or perhaps a cunning thw* - aH 
trungs are possible with Swords & 
Sorcery There are also quests within 
quests (or those who want to tallow 
them - some are given, others must be 
round ■ some are tost causes - the 
choice is yours 1 

Although possibly the most complex; 
program yet attempted on a home 
micro, the controls are simplicity rise" 
Just six keys wi* control your progress 
around the dungeon and operate the 
menu system for all your other commands. 

WORDS & - 
OF REPRESENTS THE U 

SOP AAf£ 

SEEN ON a 
COMPUTERGAMEB-GAMEOr 

£9.95 MONTH - DEC 85 



BATTLE FOR MIDWAV 



You are in command ot the US Pacific 
fleets 6 months after the attack by the 
Japanese on Peart Harbour. It is a -3 level 

game depicting 3 different Japanese 
strategies 




W1RGAMES SERIES 



THE STRATEGIC WARGAMES 

SERIES has been designed wtttt the 
wargame "punst" in mind The games 
are played on a map system, are 
"phased" and use symbolic represent- 
ation of the units Payability is the key 

note in the series with 5 levels ol difficulty 
suitable for beginner and expert alike. 



r EXAMPLE OF HOW 

CAMES SHOULD BE 
PRESENTED" CBM USER JAN '86 
'fALKLANDS B? WILL CHALLENGE 

I WARGAMERS FOR MONTHS' 
COMPUTER GAMER JAN '86 AS 




Hi 



MACADAM BUM 



S C ( A avail soon] 



£7.95 



■'ENDED - STRA TEG Y GAME 
OF THE YEAR W 
■ONE OF THE MOST AMBU ' 
WARGAMES EVER RELEASl 
Z2AP64DEC 65 



HMA - NE ■' 



In the closmg stages ol WWII, the US 
Marines fought their costliest and 
toughest battle of the entire war - the 
capturing ot the island of l WO JIMA. You 
command those lorces whilst the 
computer controls the Japanese 



A C (S avail soon) 



£9.95 ACSM 



£9.95 C (S avail soon) 




= AMSTRAO 

- SPECTRUM 

= CBM 64 

= ATARI 

■ MSX 



Pinball Wizards will love this game. 
Playing the table prowled will prov»de 
hours Ol fun, but with Macadam Bumper 
you can design your own layout - horn 
positioning flippers and bumpers right 
down to adjusting the Till sensitivity. 
The possibilit«s are endless! 

THJS -8ALL GAl> 

YOUR SPECTRUM NOV 
ANEXCELLENTL 
CRASHSEPT'K 



A S(C avail soon) £7.9 
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»SS PRODUCTS ARE AVAILABLE FROM SELECTED BRANCHES OF WH SMITH, JOHN MENZIES, BOOTS. AND ALL GOOD DEALERS. CREDIT CARD ORDERS PHONE 0203 6675-56 




ISNT THIS WHERE..? 



he latest issue of The Journal of the 
Traveler's Aid Society has recently 
appeared on my desk. For those of you 
who are otherwise unaware of its 

existence, this classic quarterly is 
published by the American company. 
Game Designers' Workshop to com- 
plement their cult role playing same. 
Traveler. GDW are now marketing 
referee's a ids in the form of disk based 
programs for the Apple range of 
micros. Various programs for generat- 
ing anything from random Subsectors 
(mapped areas of space several 

Srsecs across) and Wordgen files 
lowing names to be created in the 
complex languages used by the alien 
races in the game or even for the 
creation of new language source Tiles) 
to a Bestiary program where the physical parameters of a world can 
be fed in and the program generates possible non-sentient life form 
characteristics are included. 

Referees of this and other games have always been able to carry 
out such work before, of course. In that sense the products are 
nothing new — but they are important for another reason Apart 
from the speed at which these utilities will carry out the tasks, they 
bring the association of RPGs and home computing another step 
closer. At one end. we have companies like S$l and F$S developing 
computer games with more and more role playing characteristics 
(the American market is far ahead of the UK in this respectl and on 
the other, we have first steps from leading specialist games 
companies (and smaller independents) To encourage the greater use 
of computers with their games. 

What will happen when the two sides meet? 

Again this month. I'll be taking a further look at the package of 
disk-based SSI games Which US Gold is planning to release shortly 
in Britain. None of these is actually on sale yet. so no letters please 
about non-availability — I'll let you know as 
soon as they are out. Consequently the 
price hasn't been fixed either. 



US Gold/SSI, disk only, keys and/ or Joystick 



Unlike its predecessor 
Phantasie, this game is a 
Single player RPG. Set in 
the world of Questron. your 
mission is to recover the Book of 
Evil Magic which has been sto- 
len by an evil Wizard called 
Mantor in an attempt to gain 
power over t he land. As a d irect 
result of the book falling into his 
possession, the land is now 
scourged by evil creatures from 
the depths of hell, brought into 
creation by Mantor. The King's 
armies too, have been decim- 
ated by the hordes of demons 
and other creatures under Man- 
tor's command. 

You play a lowly serf who has 
received the dubious honour of 
being selected for the mission 
by the King himself. The only 
hope lies in the legend that a 
poor peasant may save Ihe land 
in its direst hour. Should the 
myth turn out to be false then 
the land has a dubious future 
ahead of it 

Packaging is up to SSI's usual 
high standards, with brief nates, 
9 well printed instruction book 
complete with potted history of 



The Wild coimtry — part of th* fascinating world of Questron. 





the events leading up to the 
present circumstances provided 
in the well illustrated box. The 
program itself begins with a 
menu allowing you to preview 
different sections of the game. 
ask for mo re instructions or load 



| a saved game. 

Unlike, Phantasie, where char- 
acters are created at the start of 
the game replete with necessary 
characteristics, the computer 
seems to have only one stan- 
dard character which the player 
is intended to use and there is no 
way to modify this. The char- 
acter is displayed on screen as a 
single colour User Defined Gra- 
phic inside the action window, 
while a menu appears down the 
eft hand side of the screen. 
Messages appear at the base of 
the screen. Commands are of 
the single letter type but a good 
selection of these is available. A 
joystick may be used in con- 
unction with, or instead of the 
keyboard so interaction with the 
game is very fast indeed. 

You know little about the 
world of Questron, never having 
travelled far before, so no map 
or detailed information about 
the world is provided. You 
wander blindly therefore, from 
settlement to settlement in the 
hope of earning sufficient to stay 
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fit and purchase equipment 
whilst simultaneously trying to 
acquire information about 
what's going on around you. 
The countryside is displayed 
with different terrain types and 
scrolls as your character travels 
across it. some terrain remains 
impassable without the proper 
equipment (mountains for ins- 
tance). Jnevitably, wandering 
monsters are encountered dur- 
ing your travels across the land. 
Sometimes a message warns 
you of their approach; others set 
upon you before any notice is 
given. When they are within 
sight, they are displayed on the 
map. 

The monsters are well detail- 
ed in the book and they exist in 
such numbers and variety that 
graphics are undertandably sim- 
plified. Many of the descriptions 
are evidently tongue in cheek 
(one reference to the deadly 
Acid Peanut Butter springs to 
mind) but others would grace 
many a serious D&D campaign. 
Some creatures are terrain or 
locale bound whilst others are 
nomadic (like the Na-Ga Pilgrim, 
who often cuts himself in battle). 
Most of the creatures are deadly, 
some requiring special weapon- 
ry or fleetness of foot in order to 
escape from them. 

Settlements can be visited 
and explored as can the Cathe- 
drals of the Magician Priests. 
Much is to be learned when 
explorinrj these places and var- 
ious activities are available for 
those who wish to take advant- 
age of the social aspects of the 
game (such as gambling, for 
example). Despite the humour 
that runs throughout the game, 
Question has a serious side to it 
as well. Socialising is one way of 
paining information of vital 
importance to the game. 

Eventually, your quest should 
lead to the unimaginatively 
named Land of Evil. From there, 
the monsters start becoming 
really vicious and most of the 
people you meet are literally 
after your blood. Should you 
make it to the dread dungeons at 
the heart of the quest, the game 
takes on a totally new aspect 
which shou Id please most dung- 
eoneers. The display now shows 
the view ahead in static fashion. 
If you imagine a simplified ver- 
sion of The Eidolon without the 
animation, that would be a good 
guide. Searching these dunge- 
ons requires the utmost wit and 
speedy response to every event, 
tne traps and monsters prepar- 
ed to take your insignificant life 
don't provide you with a mo- 
ment's rest You have been 
warned. 

Having dreaded that Questran 
was just going to be a repeat of 
Phantasie, I was really pleased 
to see that the game designers 
had done something totally new 
and original with it. Like Phan- 
taste, both sides of the disk are 
used but the game does not 
seem quite so unwieldy in this 
respect. Indeed the whole thing 
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Vampire bats — iu*l one of the mwiy horror* to f oce you in tht 

dungeons of the Land of Evil. 
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seemed more sophisticated 
(and I didn't find any of the bugs 
that plagued Phantasie, either). 



Without doubt, Questran is a 
must for the dedicated role 

player . . . 



Presentation 90% 

UptoSSI'susualhigh 
standards. 

Graphics 90% 

Some very good sections 

indeed (but you have to sea* i 

eo find them). 

lnstructions92*ft 

Easy to follow with interesting 
History and Bestiary. 

Authenticity 8B% 

Plenty of qood RPG features 
well translated to the medium". 

Payability 93% 

KpylJoard/joysiick combine I 
makes tor fast and easy play. 

Overall 91% 

Funny and well thought out 
computer role playing game. 



NORWAY 1 985 



US Gold/SSI. disk only 



Second in SSI'sseries When 
Superpowers Collide, is a 
strategic simulation of 
conventional warfare in the Artie 
region (specifically Norway). In 
many ways it is identical to 
Germany 1985 and the rules 
book presented in the game is 
only supplimentary to the Ger- 
many bock. So make sure this 
isn't the first of the series you 
buy! Having said that, there are 
differences. First of all, the most 
obvious of these differences is 
that the game is presented on a 



more subtle changes. Again , the 
game is based mainly on batta- 
lion action, but there are excep- 
tions to this due to the relatively 
high presence of specialist for- 
ces in the region. Again, the 
game is basically a land warfare 
simulation but rules for tactical 
air strikes and local air superior- 




occupy Norway while the rest of 
the war rages across Europe. 
However, with the onset of 
Winter, things begin to go 
wrong as Soviet equipment be- 
comes bogged down and frozen 
up in the snow. The harsh local 
conditions that effectively chan- 
ged the rules of modern warfare 
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white play screen rather than a 
black one <to represent the 
snow), however, beyond the 
superficialities, there are other. 
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Ity are also catered for in con- 
siderable detail. There are also 
some minor changes to how 
certain rules are implemented 
and the scale of the map is 
greater. 

The scenario suggests that 
during the summer, conven- 
tional forces easily attack and 



UN 

I 

in Vietnam and Afghanistan 
now take their toll nere. So 
whilst the Russians have super- 
iority in terms of men and 
equipment, the NATO player 
has flexibility on his side. 

Whilst the scenario of Ger- 
many was believable consider- 
ing the importance of the area in 
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STRATEGY 



In the beginning, the gods 
created the world and all the 
creatures that lived above and 
below it. To man they gave the 
Gemstone and mankind used it 
for generations to create simple, 
harmless magic, the demons of 
the netherworld tried more than 
once to grasp the gemstone and 
us© its power for their own pur- 
pose. Eventually, swarming 
across the face of the Earth, they 
killed the guardians of the stone 
and siezedit. Man fell into a state 
of despair. Magic began to fail 
and the race began to die out. 
The demons and their spawn 
spread but they could not har- 
ness the power of the stone. In 
frustration they attempted to 
destroy it but only managed to 



an initial assault and the time 
scale involved, this scenario 
leaves a lot of questions un- 
answered which may detract 
from the cred ibility of the game. 
Ultimately, you will have to 
decide whether to employ the 
suspension of disbelief necess- 
aryto support the plot. 

The game takes place in play- 
er time so you have as much 
time as you need to make com- 
mand decisions. Ordering the 
forces involved is a simple pro- 
cedure of placing the cursor 
over the unit to be ordered and 
selecting the appropriate com- 
mand key from the menu (tho- 
ugh this is not continually dis- 
played). The effects of terrain 
and equipment malfunction are 
thoroughly dealt with and take 
into consideration the harsh 
environment. All these features 
combine to make play consider- 
ably less predictable than in 
ermany where results of certain 
actions could be perceived to a 
degree, after experience with 
the rules had been gained. 

There is one possible except- 
ion to this. Considering the 
speed at which battalions move 
in the terrible terrain (and rem- 
embering that this map scale is 
enlarged from the original), 
some question as to whether 
winter travel has been particul- 
arly well estimated (or whether 
the manoeuvrability of the units 
in Germany was under-estim- 
ated). However, this is a rela- 
tively minor quibble compared 
to the technical accuracy of the 
other game features. 

Victory is based on different 
conditions for the different 
forces. Both players receive 
points each turn for the number 
of urban, town or airbase hexes 
they control at that time- In addi- 
tion, the Soviets gain four points 
for every NATO unit they elirni- 




Amidst the ruins, skeletons surround our hero 



nate whilst the NATO player 
only receives one point per des- 
troyed Soviet unit. This necessi- 
tates the NATO player making 
the most of the stealth o-f his 
forces compared to that of his 
adversaries. Because of the im- 
portance of airstrikes, it kills two 
b irds with one stone if the NATO 
p layer directs most of his energy 
into controlling Soviet airbases. 
The game ends randomly be- 
tween turns 14, 15 or 16. Which- 
ever Side you play, t he pace wil I 
be hot from start to finish. 



Presentation 91% 

Not up to the standard set by th 
first game in the series but very 
good nonetheless. 

Graphics 87% 

The usual quality of SSI is 
present here. 

Instructions 88% 

It would have been easy for SSI 
to have included the full set of 
rules and thereby make this 
game playable by itself. This is 
my main criticism. 

Authenticity 79% 

Given the time-scale involved, 
the scenario didn't quite 
convince me. 

Payability 92% 

All orthis fails to impair 
gameplay which is still 
challenging and exciting. 

Overall 85% 

Mixed feelings prevent me from 
rating th»s higher. It really is a 
very good game, but I fail to see 
why you need to by another 
game first. This attitude >s not 
good for wargarning. 



shatter it into five pieces, which 
they hid inside their underworld 
complex. You take the challenge 
of seeking out the fragments 
and returnr ng them to what's left 
of the human race. You are the 
only hope. 

There lies the plot for one of 
the most recent SSI role playing 
games. It differs from other SSI 
role playing games because it 
plays as a real time arcade 
adventure with strategic ele- 
ments. The game accepts joy- 
stick control but as this will still 
require keyboard interaction to 
some extent, it's probably less 
confusing to use the keyboard 
throughout, the instructions 
aren't as thorough as in other 
SSI titles but they do provide a 
keyboard plan allowing you to 
get into the game very quickly. 
Most SSI rules books are burst- 
ing with useful information but 
in this book, most of the inform- 
ation dealt with game play on 
several other machines which 
gave the impression of a lack of 
imagination. 

The character has a choice of 
weapons (fireball or crossbow), 
an inventory of useful objects 
(incJuding a quiver of arrows) 
and a life force bar, all of which 
are visible on the screen. A real- 
time clock is also displayed 
along with treasure points to aid 
keeping track of progress during 
play. The rest of the screen 
consists of the play area itself, 
which scrolls as the character 
reaches its edge. 

Apart from the theme tune 
used at the beginning, the game 
makes good use of sound effects 
to warn of different creatures 
approaching. However, the opt- 
ion to cancel these effects is just 
one of a series of redefinable 
features of the game. All the 
control keys may be altered to 
cater to personal taste and a 
high score table may be cleared 
at the player's discretion. All 
these features are only access- 
ible at the start of the game. 



The game normally begins 
with a shod graphic sequence 
depicting your character's arriv- 
al at the temple tfrom where he 
is magically transported to the 
caves) but you have the option 
to commence play immediately. 
Once the cave system has been 
entered, you have to be con- 
stantly on your guard. Monsters 
come at you from all directions. 
Some are disease ridden and 
require a quick kill to avoid 
infection. Others multiply dur- 
ing combat and consequently 
make a deadly foe. As you fight 
with various weapons, the in- 
ventory totals alter to reflect 
ammunition used. 

As the character explores the 
dungeons and caverns, he has 
the option to search dead foes or 
examine artifacts in search of 
magic items. More often than 
not, these are beneficial to his 
quest. Occasionally however, 
there may be traps or evil magic 
involved resulting in something 
very nasty happening! 

I felt somewhat out of place, 
reviewing this game, It seemed 
as though one of the Garys or 
Julian should have reviewed it. 
With continued play, I began to 
realise why SSI were marketing 
this as a strategy game. It plays 
heavily on traditional role play- 
ing elements- However, by putt- 
ing these into real time, they 
have taken away the often time 
consuming, logic puzzle aspect 
of the genre and the result 
seemed hollow when compared 
to their other efforts in th is field. 
Consequently, I feel that SSI 
missed the mark; Gemstone 
Warrior fails as a true strategy 
game and doesn't have the 
straightfoward approach of a 
good graphic adventure. Tech- 
nically, the game seems to work 
well and is wonderfully present- 
ed on the screen. Unfortunately, 
the praise stops there. 



Presentation 84% 

Excellent choice of screen 
options but disappointing rules 
book. 

Graphics 85% 

Good use of icons and invento ry 

d ispiays but lacking in some 



Instructions 8 1 % 

Very concise but lacking in 
imagination 

Authenticity N/A 

I feel unable to rale this aspect of 
the game because of its 

approach 

Overall 80% 

^ i _. . i . 



of other SSI games — it may 
never find the right market. 
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SUBSCRIBE TO 




FOR A YEAR'S 

WORTH 

OF GAMES INFO 

AND FUN 



As a subscriber to ZZAP', you quality <<" large future discounts 
on selected games. AND by using your subscriber code number, 
you also qualify lor ihe regular, standing discount, on software 
purchased through ZZAP MAIL ORDER!! 




ZZAP! 64 SUBSCRIPTION 



Yes, I want to subscribe to ZZAP! 64 for one year 



Name 



Address 



Postcode 



I enclose a cheque/postal order for £14.50 
made payable to NEWSFIELD LTD. 



ZZAP! SUBSCRIPTIONS, 1-2 King Street, 
Ludlow, Shropshire SY8 1AQ 
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US Gold/SSI disk only, key* and joystick with keys 



It's important to get your men to cover as soon as possible or 
casualties will start to mount 




This is a markedly different 
offering from the other SSI 
wargames reviewed of 
late. Rather fhan being a large 
scale strategy game, it relies 
heavily on a tactical approach, 
being a series off scenarios 
based on the activities of Easy 
Company of the First Infantry 
Division in WW II. You take the 
role of company commander 
and issue orders to six man fire 
teams in any of eight small scale 
engagements. Apart from the 
eight scenarios being individu- 
ally playable, they may be com- 
bined chronologically to be- 
come a campaign game. 

The rules book is one off the 
best I've ever encountered. 
Apart from trie mechanics of the 
game being explained in crisp 
and coherent detail, profiles of 
the various fire team leaders are 
given to enable you to judge 
their likely performance in com- 
bat, a clever and interesting 
feature. Also, historical notes 
are provided with 'Night of St 
Anne', an account or a post 
Normandy engagement by a 
company commander. It high- 
lights excellently the kind of 
difficulties troops encounter in 
close quarter combat. Design- 
er's notes are also included 
along with suggested strategies 
for each of the scenarios 
involved. 

One of the first th ings to strike 
you about this game is the detail 
and flexibility. Units have wea- 
pons ranging from knives to 
mortars (each side having their 
own specific weaponry). Units 



are displayed to show whether 
they are a mortar crew, machine 
gun crew or whatever and the 
differing effects of the weapons 
used are accurately taken into 
account. Tanks and anti-tank 
weaponry are also dealt with. 
American forces may use for- 
ward observers and engineers 
but these have limited use de- 
pending on the scenario. 

The order phases are design- 
ed in such a way that the player 
may take advantage of a lucky 
break almost immediately", add- 
ing pace and realism to the ex- 
tent of control available to a 
commander in such a tight sit- 
uation. The screen design too, is 
very attractively designed. A 
redefined character set Tends an 
authentic atmosphere to the 
game but, more importantly, the 

Sameplay is very user friendly. 
lessages constantly appear to 
tell you which units may be 
ordered and tell you explicjty 
when something cannot be 
done. The clarity of the display 
and cursor control make map 
observations and unit recognit- 
ion a very easily assimilated 
procedure. As cursor control 
itself is handled by a joystick, 
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even the total novice can get to 
grips with the game before be- 
coming bored or frustrated with 



overly complex turn processing. 
Because the campaign game 
defaults to the second level of 
complexity (and because I only 
have a limited time to prepare 
these reviews), I only played 
three of the scenarios, all of 
which were played at the begin- 
ner's level. At first. I thought 
victory was easily in my grasp 
but the computer prays the Axis 
forces well and I found my most 



powerful units being cut to 
shreds before they had been put 
to really good use. Retiring to 
read the designer's notes and 
strategy hints (which I should 
have done in the first place), I 
tentatively prepared for the next 
game. Moving to the second 
scenario, Forever Road, and 
taking note of the advice from 
the book, I managed to gain 
victory at a cost. In the third 



scenario, I was well and truely 
hammered but this seemed to 
be because of a bad distribution 
of forces. 

SSI have a great game with 
Field of Fire. It serves as an 
excellent game for beginners 
and experts alike. The presen- 
tation is reminiscent of City 
Fight, the old conventional war- 
game from the sadly defuncked 
Simulations Publications Inc. 
The flexibility, realism and com- 
plexity of the scenarios wiFI 
provide the player with many 
months of rewarding gaming. 



Presentation 92% 

Exquisite 

Graphics 92% 

Very atmospheric. 

Instructions 97% 

Ofthehaghes! order. 

Authenticity 94% 

Very accurate play. 

Payability 97% 

The demanding scenarios 
provide rewarding games. 

Overall 96% 

Simply superb. . . 




The &£ choice 



EXPRESS SPECTRUM, BBC 



and COMMODORE REPAIRS! 



2 GAMES 

(WORTH £10) WITH 

. EVERY REPAIR* 



WHY PAY HIGH 

FIXED' 

PRICES 




'Spectrums.orrl 

(We do not charge you for our 
fancy premises by charging 
high 'toed* pricasl) 

Reputations take time to build. \ 
we have been repairing ZX 8 1's. 
Spectrum*. QL's, Apples and 
BBC's professionally, for 2VS 
years - who Is coming second? 



9 
9 



In all U.K. with While-u-Watt repairs! 
wttn INTERNATIONAL repair servic* 



to charge LOW PRICES for the smaller 
repairsfieg. £9 for keyboard faults) 



.FOR LOW PRICES - "My computer 
I blew recently. I took it to MAMCOMP. 
who fixed it in 8 minutes) and for less 

trunElLT They ane local, duedup'. 
anfl blindtngly efficient!" 4 HEATOWS 
DIGEST. 

TOR PROFESSIONALISM 'Of MO* 
1 repair companies Sinclair User' spoke 
to. MAMCOMP seemed the MOST 
PROFESSIONAL when It came to advice 
and a helpful attitude' AUG 85 



) FOR HONESTY - We let you -watch 
your computer oeing repaired and If 
there ts nothing wrong with tt, we will 
tell youltl 

| FOR REFUTATION A HELPFULNESS - 
nave corne across a firm that will be 
ffiof* than willing to advise you as to 
how to remedy your problems. They 
*re ailed MANCOMP and as well as 
repain ng faurfy computers, are also 
cjuite willing to discuss your prootema 
with you and offer reasonably cheap 
and more importantly CORRECT 
CURES" PNI Rogers POPULAR 
COMPUTING WEEKLY JAN 85. 

i FOR SPEED "One firm at least can 
l^ffect any necessary repairs over the 
counter in 45 minutes. Based in 
Manchester MANCOMT can offer 
what a arguably the FASTEST 
turnaround in the business to personal 
callers" CRASH Magazine JUNE 1985 

THIS IS WHY Spectrum users from 
London. Cornwall. Scotland. 
Btrmingtw). Liverpool. Coventry. 
Leicester. Gtossop. l.OM.etc. 
AUSTRALIA. AUSTRIA, BZLGIUM. 
EGYPT. EIRE. GERMANY. HOLLAND 
KUWAIT. NORWAY. PAKISTAN. PAPUA 



SEW GUINEA. SAUDI ARABIA. 
SWEDEN. SWTTZERLA ND and 

ZIMBABWE senoomrSpmnjmsto 

MANCOMPtorrepairl 

2A HR TURNAROUND NO-QUIBBLE 
GUARANTEE NO HIDDEN COSTS. 

Because we repair hundreds of 
computers every week, we are 
able to pass on our 'component- 
buying discount to YOU In 
lower prices . . Z80A cpu 
El. SO. 411 6 50p. Upgrade 
fitted £18.95 

- we bring down the prices for 
repairs and components! 

(We may refuse to revive 
computers suffering from 
attempted D.I.Y. repairs!) 

Every parcel sent Dy 

Royal Mail Fteceioted Post and insured 

for return journey! 

(For next day delivery include fit 50 
extra). 

fSemncor 0y prior arrangement). 

On-site maintenance for Appies. 

I.B.M.'sand most makes of printers 

abo avaMabH. 

Guaranteed 4hr response) 

WHY DELAV - OUR ESTIMATES ARE 

FREE AND WITHOUT OSLIGATKJfJ. IF 



you do not uke our estimate 
we will return the computer 
andrefund the postage imcurreb| 

£% MANCOMPltd 

■<±J {D*pt.Z ) 

Printworks Lane. Levenshulme. 
Manchester M19 3JP 
Phone 06 1-224 1 888. 
OR 061 -224 9888. 
OPEN MOM -SAT 9am to 7pm 



MC3 



PRINTWORKS 
LANE 



NOTE OUR PRICES AND WATCH OTHERS FOLLOW THE LEADER 



What we do today . . . 
others do tomorrow! 
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STRATEGY 



MASTER OF MAGIC 



Mastertronlc, £2.99 cass, joystick or keys 



Whilst exploring under- 
ground caverns you 
chance upon a deep 
black pool. A ripple in the mirror 
smooth surface draws you 
closer to the edge. A powerful 
hand slides out and quickly 
grabs youunderl It isthehandof 
Thelric, Master of Magic, plung- 
ing you into his strange mythical 
world of Magic and Mystery. 

'It is written in the Book of 
Magic that only Thelric has the 
knowledge which blends time 
and space into a powerful spell. 
He will not cast this spell to 
return you to your own world 



mation window which basically 
contains a text version of what is 
going on. In the middle part of 
the screen is a kind of 'action 
window.' On pressing the joy- 
stick button, a series of com- 
mands appear in this window. 
Togqling the joystick allows a 
particular word to be highlight- 
ed and a further button press 
accepts th at comman d. 

As an example, a small bat 
might appear in the room. In the 
information window, this infor- 
mation will also be displayed. 
Pressing the button, the com- 
mand list appears and I toggle 



f -iff 



until you have retrieved for him 
the lost Amulet of Immortality. 
Without it he will age and die.' 

So reads the intro to Master- 
ironies latest game. It's actually 
rather difficult to categorise. The 
whole thing is normally control- 
led via the joystick with the need 
for rapid player response like an 
arcade game. The actual plot is 
typical adventure material but 
tne way in which the character 
must act in order to survive and 
be successful has over-riding 
elements of strategy. In other 
words, everybody in the office 
said, 'You do it!' Who am I to 
argue? 

In fact, this is the most remark- 
able game I've ever seen for the 
price. Those who have heard 
about PSS's MIDAS system will 
be familiar with the way the 
game works. In the top left 
corner of the screen is a const- 
antly changing plan of the play- 
er's current location showing 
other creatures present as well 
as a small blob revealing your 
exact position . The player is only 
shown what his or her character 
is able to see. On the right hand 
side of the screen is the infor- 



the joystick until CAST is high- 
lighted and press again. The 
command window updates 
showing all the spells I could 
possibly cast. Selecting MAGIC 
MISSILE I press the button again 
and the text display might 
answer. The bat is dead .' 

One interesting feature I 
haven't mentioned so far is that 
when certain phenomena 
appear (I say phenomena be- 
cause they can be anything from 
stairs to ores), a picture appears 
in the window at the base of the 
screen. These are colourful and 
well drawn. If one of them is a 
creature killed by you, the word 
DEAD written in blood curdling 
red is 'stamped' on it. A very nice 
touch. 

So using this method of inter- 
action the player is free to roam 
a large (and necessarily map- 
pable) dungeon inhabited with 
various forms of undead and 
other nasty creatures in the 
quest. The only quibble I have 
about the way this system works 
is the responsiveness of the 
character is sometimes too 
fiddly for my liking. It's possible 
to get most inconveniently stuck 



in a doorway when trying to run 
away because you have to be 
exactly in line with the out going 
passage. This proved fatal more 
than once. 

The game is full of features 
you would not find in many 
games twice the price. After kill- 
ing a monster it is possible to 
use any possessions it carried. 
Fighting depends on what 
weapon the character is holding 
in his right hand. Mind power 
necessary for magic is limited 
and must be used wisely. 
Monsters even have their own 
nasty habits. Finally the Rob 
Hubbard score for this game 
seems to suit it perfectly and 
adds a touch of real profession- 
alism. 

Master of Magic is a terrific 
game. It's well designed, fast 
and exciting. It plays well and 
demands a lot of skill from the 
player. The fact that it has been 
released at this price just shows 
what software houses can offer 
when they try. It doesn't appear 
to be quite as comprehensive as 
the MIDAS system but if that 
means it is only a cheap version 
of Swords and Sorcery then it's 
a very good cheap version. 
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Presentation 85% 

Very well laid out indeed. 

Graphics 83% 

Animated graphics are crude 
but effective. Static graphics are 
excellent. 

Instructions 70% 

Concise but clear 
Authenticity 65% 

It's a reasonable role playing 
game. 

Payability 84% 

Easily playable and qu ite 

addictive. 



Value for money 98% 

Should set an example to other 
software houses. 



Overall 88% 

Not as comprehensive as 
Temple of Apshai but still fun to 
play. 
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AND 
FINALLY . 



When US Gold sent me the SSI 
batch, only tentative release 
dates for a few of the products 
had been settled. Unfortunately 
more information is difficu It to 
come by, All the fantasy titles 
are planned for release in April 
and the first of the Superpowers 
series. Germany 7 985 is planned 
for May. Prices are as yet 
unkown with the exception of 

Tigers in the Snow which is 

retailing for£14.95 on disk and 
£9.96 on cassette. As to the 
possibility of a ny other titles 
appearing on cassette, US Gold 
were unable to comment at the 
time of writing. However, with 
the role playing games, this 
seems unliVely due to their large 
size. 
Also, four of the games could 

not be reviewed for va riou s 



reasons. Battalion Commander 
should have appeared in this 
issue but the d isk somehow 
became corrupted and a spare 
copy was not available in t ime. 
RDF 1985 arrived with the 
wrong rules book and again, no 
spare copies were available. 
Both Ttgers m the Snow and 
Knjghts of the Desert were only 
available for the Atari and 
although they could have been 
previewed in this form. It was 
decided that Commodore 
incarnations would be 

E referable. When this 
iformation is available, I'll let 
you know all the details. Of 
course, any future SSI releases 
will be reviewed as soon as I get 
my paws on them. See you next 
month , 
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An icon-driven multi-screen strategic simulation of what 
it's like to take on the most difficult task of all 



Tbu may have saved the world from invading aliens many 
limes over - but are you good enough to protect one small 
town from the criminal element within? 

You have at youi command around 500 officers, 
100 vehicles and a host of other units. AU that goes to make 
up foui city police stations in fact. All you have to do is 
keep the crime rate down . , , and the people happy. 
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MINDOG/4MES 



Available for the 

48KandCBM64 



Argus Press Software Ltd-, Liberty House, 
222 Regent Street. London W1R 7DI 
•telephone: 01-439 0666 



BRINGS 

THE. 

WORLD OF 

COMMODOR 

SOFTWARE 



Retailers don't always have everything in stock you 

might want, but if it is within our power to get it for 

you, then we will. Any of the software reviewed in this 

or any issue of ZZAP! 64 can be ordered using the form 

below — in fact any available CBM 64 software that 

exists we will get for you. 

ZZAP! 64 Mail Order is backed by the resources of 

Crash Mail Order (in association with the Spectrum 

magazine CRASH} which has been supplying more 

than 1 00,000 Spectrum users with mail order items for 

over 20 months, so you can be sure of the very best in 

service. 

There's no mail order catalogue involved — just use 

the prices quoted in the pages of ZZAP! 64 or the 

known retail price. If you have any queries just ring the 

oumber shown on the form and our staff will advise 

you. Anyone may take advantage of the discount 
coupons on the form which allow £1 off orders worth 

more than £20 and 50p off orders worth more than 
£TO. Postage and packing is included in the price of the 

game. 

Nothing could be simpler — fill in the form today and 
order whatever you like! 



RIGHT TO 
YOUR 
FINGERTIPS! 



4. 
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ZZAP! 64 MAIL ORDER FORM 

Telephone Ludlow (0584) 5620. 
Please send me the fo l lowing titles: B lock capitals please! 

Name. 



Till 



Producer 



Al I prices are as quoted under review 
hoodmgs or known retail prices and Include 
VAT. ZZAP! 64 makes no charfjo for post or parting 
inside the UK Customers in Europe should add 
the eqyrvalsnl of 70p per item. Outside Europe; 
write first so that we mev edvne on postage raise. 



Please make cheques 
or postal orders 
payabletoZZAPI64 



Sub Total: C 
Less Discount C 

Total Enclosed : £ 



Amount 



Subscriber No. 
if applicable 



Address 



Postcode 



SPECIAL DISCOUNTS 

£1 
50R 



OFF ANY OBDEBWORTH 
MORE THAN C26 



DFf AN> OBDEB WORTH 
WORE THAN CIO 



Sorry - only ONE voucher per order 



ZZAP! 64 MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB 

Please do not send any mail order correspondence to the Zzap-! 64 editorial address aa this will only result In delays. 
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FOUR 

TOP 

SELLERS 

IN ONE 



PACK 




ALL THESE 

BLOCKBUSTERS 

TOGETHER ON ONE 

GIANT 



SPECTRUM £9.95 
AMSTRAD £9.95 



COMMODORE 64 £995 

DISC £14.95 
COMMODORE indAMSTRADI 



Stocked at Selected Branches of: 
W H Smith, Boots, John Mcnues 
footworth, Greens. Laskys and Rumbelows 



NOKE-fOKLESS 

6 CENTRAL STREET. MANCHESTER M2 SNS 




Updite: 

Under normal circumstances, hang -gliding Is tan. 
However, riding a violent thermal over in alien 
canyon 20K'j deep can be losi than en|oyable. 
'Concentrates the mind wonderfully' It the phrase 
that springs to mind .... 




TTHEi 
TERMINAL MAN 
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STORY BY KELVIN GOSNELL 



DRAWN BY OLIVER FREY* 
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Next: Graveyard of the Starships... 
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D»w Meniiw I , it. I. A ,1 



imagine 



RTH LASKYS 



£¥•95 £8*95 



6C< 
rich* 

?able from: 

ws Greens Spectrum Shops and all good dealers 



Living on the edge of on 
eternal galaxybattling with 
opponents who seem to be 
reading vour mind, you are 
about to captain your ship 
through one of the great 
edge-of-your seat adven- 
tures of the 35»h Century. 



Sitting on a mother lode of 
richminingdeposits.anew 
quadrant called the Parvin 
Frontierjsameccaforsett- 
lers; entrepreneurson both 
sides of the law, and some 
of the worst scum in the 
universe. 



These space carrions have 
been the scourge of the 
shipping lanes; and as 
things stand now they are 
on the brink of starving out 
the entire quadrant and 
holding if hostage. 
No wonder the inhabitants 



of the Parvin Frontier will 
payalmostanythingtoany- 
one who can get through to 
them with a freight ship full 

of supplies from theoutside 

world. 

But it's a fall order to fill, 

even for the experienced 




captain ofthePsi-5Trading 
Company; because, need- 
less to soy. these maraud- 
ers are not going to take 
too Kindly to any Jast ditch 
efforts to spoil their little 
intergallactic carnage. 



able in the role of Space 
FreighterCaptain.yourship 
just came in. 

Choose your crew care- 



TRADING 

COMPANY 



fully. For 10 years Al Zott the heat of the battle? 
has been shooting enemy as captain of the Space 



beyourfinalundoing?Your 
choice for weapons expert 
iscritical.Youhavea wealth 
of talent to choose from; 
but will your pick hold up in 



throughout the mission. 
With space outlaws on the 
horizon what doyou repair 
first— tt»e defence shields 
or your weapons? 



ifccokxJe 



• Keyboard or 
Joystick Controlled 

• Choice of 
Specialist Crew 

• Inter-ship video link 

• External view port 

• On board Computer 



Superb weaponry 



MorujfQI'u'W under licence by US Gold Ltd 
Unit 10. Tni Porttwny mflustnol Centre. 
HeneogeSiiee! flirmmgriamB7*lY 

' Scrwn os s*on on Commodore W 




